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THE WORLD OF ARGENT 


urrounded by a near endless expanse of wild magic and 

exotic life is Argent, a world split in two. Creatures 

reside within the vast interior of two hemispherical 

shells of earth and stone anchored by a divine sphere of 

water and ice known to the dragons as the Source. The 
two shells, Sear and Sedden, are distinct and independent. 

Sear is home to the draconic territories, untamed natural 
lands, and strictly governed magocracies and their opposing 
kingdoms. Sedden is a complex political landscape where those 
with wealth and influence dominate. Control over steam- 
powered advancements and magical innovations is coveted, as 
are the rare materials used to abuse them. 


Nearly a millennium ago, divine waters crashed down on Argent 
from the skies. Months of relentless, constant, and severe 
thunderstorms serving as its only warning, the Source burst and 
unleashed devastating tides upon the shells. 

Those who survived the unprecedented event describe how 
nearly every remnant of Argent was destroyed, with surface 
kingdoms constructed over thousands of years reduced to lifeless 
ruin. A near unrecognizable world was left in its wake. 

This event is called by many names, but its 
widely known title, simple and succinct, is 
the Great Flood. 


Several eras defined the thousands of years before the Great Flood 
but each one shared a simple fact: dragons were the rulers. Said to 
be the first people to place claw on either shell and the first true 
life to emerge on Argent, the dragons’ impact is undeniable. 
During these times, dragonkind ruled over all other races and 
subjected them to servitude. Those lucky enough to escape their 
might learned to survive in the winding hollow tunnels 
underneath the shells’ surface. 


From Argent’s first days up to the Flood, dragons had been in 
power. Now, in this new world, other creatures were being given 
the opportunity to flourish for the first time in recorded history. 
Those who had been trapped below the dragons could begin 
making a world of their own. 


UNIQUE GEOGRAPHY 


The world of Argent exists on the inside of two hemispherical 
shells of what is believed to have once been a lost planet. There are 
two suns, one a harsh white and the other an inviting gold, that ‘ 
provide heat and sunlight. A single rotation of this world makes Loe. 
up four days, with each sun alternating with every coming day. 

Those closer to the mainland’s center can best witness the te) 
large walls arching up into the sky that create the horizon where ss 
the day’s sun crests. The sunlight pierces through the empty = 
space between the shells, illuminating the earth. 


THE PERIPHERY ce 
Hidden beneath the crust of both of Argent’s shells is a place 
called the Periphery. The series of open caverns and long winding 
tunnels sprawling across almost the entire shell provide room for 
all walks of life to find their roots. Few places within the Periphery 
have been exposed to the light of day. The majority of the 
creatures within the tunnels have adapted to survive without the 
need for it or produced it themselves. 


THE SOURCE 

The grand sphere composed of water and ice suspended between 
the two shells, known as the Source, creates rainbows of light that 
scatter down during the brightest times of day. The magical force 
holding the Source contains it in such a way that it resembles a 
glass orb. Gravity projects out from the Source, pushing air, water 
and all else towards the shells. The closer to the Source, the 
greater push towards the ground, while those deep within the 
earth experience a subtle lightness in their steps. As air is pushed 
away from the Source, the shells act similarly to a bowl to gather 
it. The near-vacuum band high above the ground subsequently 
forms. Below it, the atmosphere rapidly transitions to perfect 
breathability at over 13,500 feet above Argent’s surface. 

Air is densest the higher it is, giving those atop the 
mountains no more breathing difficulty than any other hike. 
However, travel above the band is impossible given the inability 
to fly without air. 


PREFACE 


First of all, I’d like to thank you for checking out our work. This is the first of a number 
of documents as a part of our first project, The World of Argent. A fresh new fantasy 
setting inspired by the best aspects of those that came before it, while building on the 
aspects that held them back. Our goal is to create a world with players in mind, rather 
than placing our players in a world and making accommodations for them. Focusing on 
immersion and worldbuilding in order to help players and game masters create the best 
stories they can. 


I look forward sharing more of our work with you as we 
continue with project Argent and many more in the future. 
- Desmon Arnold 


WHat Is THIS DocuMENT? 
This document will introduce you to Sear and the people and lands within it, teaching 
you enough about the shells cultures and kingdoms to create a character for a game set 
on it, as well as including expanded player options and additional game content 
alongside it to really bring your game into the world. 


The Volcano Rotsa by DannitoLVL © Silver Crown Publishing 


Population 


©) village - 4,000-5.000 @@@ eee e ‘ 
©) town - 5,001-20,000 Highways 

GHv ee 20,001 uy 
Oo D001 — @ @@@eOSOO® 
© Capital - Varies Roads ana Trails 


4 Credits 


Map of Sear by Rib Illustrations © Silver Crown Publishing 


CHAPTER 1: THE SEARAN SHELL 


( think I see the border!” a young human shouted as he 
raced back through the thick foliage back to his friend. 
“Oi, wait... We crossed it?” As their eyes met, the human 
nodded excitedly. The burning sensation at her hands and 
re feet, which had been steadily increasing since first 
clutching the egg to her chest, were momentarily forgotten. The 
halfling woman laughed up towards the sky. “We’re going to be 
rich!” The pair laughed at their fortune as images of their 
promising futures flashed in their minds. But when she felt her 
fingers suddenly dip into a crack, she was sure hadn’t been there 
before, the merriment came to a sudden halt. The woman looked 
down just in time to see the egg shatter and its interior thorns 
gleam as they took hold of both her hands 

Elsewhere, a massive draconic form had begun circling the 
vulnerable village at the edge of Morragaine. As the townsfolk 
slipped into panic, the tall statues outside the village walls 
suddenly hummed to life. Their eyes burned in a deep purple blaze 
as they glared up at their new target. The now animated soldiers, 
their forms towering over the humble farmhouses, readied great 
bows equipped with gleaming violet arrows. The dragon froze in 
recognition of the very same defensive line from hundreds of 
years ago. The people cheered as they came to the same 
conclusion, knowing that even this far out, their benevolent 
Archon would protect them. 

Of the two shells, Sear is the most magical, with spells and 
rituals influencing day-to-day life. Sear is home to many 
civilizations like those of dragons called the Eminent who bide 
their time in segregation since the Great Flood, or the Archon 
Wards where powerful mages maintain their magical hold on the 
world. Sear allows players to engage in more fantastical quests, 
though not without obstacles such as the policing of the Wards 
and avoiding exposing themselves as threats to the powerful 
overseers of the status quo. 


YOUR LIFE ON SEAR 


The character creation rules in the Fifth Edition SRD give a player 
all of the guidance they need to create an adventurer. This part of 
the document is meant to assist in determining the other half of 
what makes a character. Their life before the story. 

What circumstances lead to your character learning their 
talents, or finding themselves in the strange situations that 
adventurers so commonly do? Where were they born? Where have 
they been? What experiences truly defined your character and 
their experiences, and who was there along the way to shape them 
into who they are today? 

You can use the tables and information in this part to create 
a character that feels like they fit into Argent and begin to truly 
immerse yourself in the world your character is soon to explore. 


——"\ 


GUIDANCE AND INSPIRATION 


This section’s content is not meant to limit a player but to guide 
them through building a character fit for the unfamiliar setting. 
You are not obligated to use every table provided or any at all if 
you so choose. If you’d rather not let the dice determine the fate 
of your character, the content may serve as mere inspiration. 


A Brier History oF SEAR 


In the wake of the Great Flood, the denizens of Sear were forced 
beneath the earth. A scant few kept safe from incoming torrents in 
air pockets. Most creatures weren’t as lucky, and several species 
were completely wiped out by the disaster. 

The dragons believed those closer to the Source were closer to the 
gods which resulted in construction of their architecture to stretch up 
to the skies. This elevation-based placement, a show of their influence, 
would be instrumental in the destruction of their old ways. 

The draconic kingdoms that had ruled for millennia crumbled 
under the pounding water. The most powerful of their race were lost to 
the Flood, placing the reconstruction of their history on the young and 
few survivors. Meanwhile, the underground civilizations would begin 
to prepare. The heavy torrents irreversibly damaged both shells. The 
force of the Flood’s impact collapsed, drowned out, and restructured 
several caverns and caves, effectively reshaping the world below as 
much as it had above. 


First UPON THE SURFACE 
100-150 AF 


After what historians believe to be about one hundred years, the 
water left in the wake of the Flood finally began its centuries -long 
recession into the ocean. High elevation areas such as the shells’ 
outer rings and center were the first to peek out from the water. 

As the land emerged, so did life. Fauna and flora began 
returning while the surviving goblinoid tribes surfaced in the north. 
It was also during this time that the first humans supposedly 
emerged in the center of Lasulan and named their new home Ward. 


THE SECOND WAVE 
200-300 AF 


Second generation surface folk were the first to encounter new 
arrivals. As humans expanded and explored, they came across the 
catfolk of both J’tett and Siva’a, as well as the half-folk of Blathada. 
During this time, the humans began to plant their roots wherever 
they could. Many failed, but some managed to keep above water. 

Simultaneously, the first giants began emerging in both the far 
north and south. While the giant tribes of the north had few 
altercations with the goblinoids at first, the southern giant tribes 
approached the surface like a land to conquer. Unfortunately for 
them, the human settlers of Vinterlan were of greater number and 
sharper wit. 
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RETURN OF THE EMINENT 
310-325 AF 


When the humans of Ward first met with those of Avana, they were 
captivated by their impressive feats and complex way of life. The 
dragons catered to the humans as their empress, Vanarhys, had 
ordered them to. 

A select six of the humans presenting greatest potential were 
brought aside to hear the many lessons dragonkind had learned so 
as to avoid repetition of great mistakes. 


THE ERA OF THE ARCHONS 
350-450 AF 


The humans dedicated the following few centuries to adapting to 
the dragons’ teachings and learning to harness magic themselves. 
The humans were exceling at their lessons but were selfish with the 
new uses they had discovered. There was no intention to teach 
others the art of magic even to their closest peers. 

The dragons of Avana warned the humans that the path they 
were taking would lead to greed and tyranny. When no change was 
made, Vanarhys dragonkind pulled away from Ward, leaving 
humanity to its own devices. 

Over the years, Ward broke into six territories, each led by one 
of the dragons’ first students. Known as the Archons, they ruled 
over the regions now called the Wards. 


DISPELLING THE SHACKLES 
600-700 AF 


The Archons power and influence only continued to grow in the 
passing centuries. They fought for control beyond what once was 
Ward. To the surface people, they promised order, safety, and 
progress. 

Blind to history’s mistakes, the humans fell for the trap. Rising 
kingdoms kneeled to the Archons, but not without the peoples’ 
resistance. Those of the kingdom of Levin fought for their 
independence. Their break away inspired other kingdoms to follow 
suit. 


THE ARRIVAL OF THE SEDDENESE 
Present 


Less than 50 years ago, the flow of flying ships arriving from 
Sedden began and has yet to wane. These ships bring foreign 
devices and laws they wish to implement. Whether their curiosity 
will come at a price, only time will tell. 


| 
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SIMILAR SYSTEMS 

This form of inspiration generation is similar to others 
that exist already and is designed to work functionally in 
tandem with those systems. You are not only encouraged 
but intended to use this system alongside those. 


UsING THE TABLES 
This section is split into four parts, each of which apply to a 
certain factor involved in deciding a character’s history. 

Beginnings. A character’s beginning defines the environment 
they lived within during their formative years and the cultures 
that influenced their ideology. 

Defining Circumstances. No amount of caution can completely 
circumvent events out of one’s control. These experiences will 
shape the character’s path with equal or greater impact than any 
choices they have made. 

Additional Tables. Tables addressing other aspects of your 
character’s upbringing, as well as miscellaneous tables you may 
be directed to, are located in this category. 


BEGINNINGS 


One of the first choices made when deciding on a character’s past 
is where they started. Using the tables in this section will assist 
you in determining the core aspects that define your beginning. 


LAND OF ORIGIN 


Once you’ve determined your region of birth, determine 
specifically where in that region you were raised. 


Region Raised 
D8 Location Name 
1-3 The Archon Wards 
4 The Eminent Territories 
5-6 The Northern Lands 
7-8 The Southern Kingdoms 


Born Elsewhere. Should your character have been born and 
raised in different locations, either by your choice or due to a 
result rolled on a later table, simply roll for region again to 
determine your true place of birth. 


The Archon Wards 


D20 Location Name Culture Type 
1-4 Aphentine Common 
5-8 Dechlan Common 
9-12 Hepent Common 
13-16 Morragaine Common 
17-18 Nichelas Common 
19-20 Yuzerite Special 
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If you grew up in the Archon Wards, you would be called a bond: a 
citizen of the ward and property of the governing mage ruler. The 
people of the Wards are often loyal to the Archon, for they protect 
and provide for the people by building defenses and systems that 
keep the peace. 

Yuzerite. Unless you managed to avoid or escape it, being born 
in the Yuzerite Ward meant you were subject to the Rite of Return 
at a young age. Refer to the Archon Wards later in this document 
for information on the ritual. 


The Continent of Avana 

Di2 Location Name Culture Type 
1-2 The Heart of Avana Draconic 

2 Drakra 

4 Nav’ Atun Draconic 

5 Dorca Coast Common 

6 The Royal Orchard Draconic 
7-8 Isle Soraa Common 
9-11 Valley Thalan Common 

12 Mount Zakk’ heir Special 


Many territories make up the land of the dragons. Controlled by 
the dragons of old, Avana is home the true-eleven people still 
loyally serving the dragons. Elves once resented the dragons for 
their position, but the Great Flood changed their way of thinking. 
The survivors who remained under the new Empress Vanarhys’ 
authority came to respect her authority and followed the draconic 
belief of the Hierarchy of Authority. The dragons, according to 
many, are the best fit to lead. This leads to the willful return of the 
caste system that had been heavily enforced before the Flood. 

If you were so fortunate to have grown up as a draconic 
creature, your social position meant every aspect of your life was 
designed for your prosperity and comfort. 

Mount Zakk’heir. There is only one settlement on the 
mountain of Zakk’heir: Silver Dragon Academy at its very peak. 
Anyone born and raised on this mountain lived comfortably 
within the academy, with one exception. Without special 
circumstances, living without a family meant being cast off to the 
City of Vanarhys, left to whoever would have you. 


The Northern Lands 
D8 Location Name Culture Type 
1-2 The Aru Uncivilized 
3 Jattanen Martial 
4-6 The Beastwood Special 
7-8 Umathi Uncivilized 


The wilds of the north are home to dozens of tribes. Due to the 
natural barriers caused by the dense forests and many dangers 
within, the Archons have struggled to truly grasp hold of any land 
opposite the River Divide. Due to this, those that do live there, 
from the greenskin tribes dominating Verdant Expanse to the 
mountains of the Jattanen claimed by the giantkin, have 
developed on their own for centuries. 

The Beastwood. These savage woods and its people are slowly 
being encroached upon by both Archon Hepent and Archon 
Nichelas. If you grew up within the Beastwood, you may roll to 
determine, or choose for yourself, whether you grew up as a 
native or a colonizer. 


The Southern Kingdoms 
Di2 Location Name Culture Type 
1-2 Blathada Common 
3 Heiala Uncivilized 
4-8 Levin Common 
9-10 The Sahin Uncivilized 
11-12 Vinterlan Martial 


Besides the Archon Wards, the most prominent human 
civilizations inhabit the southern half of the shell. Levin, the 
Kingdom of Opposition, the nomadic colonies of the Sahin, the 
isolated country of Blathada, and the warrior clans of Vinterlan all 
reside as insults to the Archons’ efforts. The strength that allows 
them to stand on their own threatens the centuries long hold the 
Archons have over the shell. 


CULTURE TYPES 

Different locations have classified culture types which you can use 
to help determine the kind of life that would have been 
appropriate for your character to have lived up until now. 

Common. Life here is relatively in line with what you may be 
familiar with in worlds of fantasy: lands ruled by kings and queens 
and a relatively low-tech way of living. You could have been born 
a child to a farmer, baker, or of another common profession. Or 
perhaps you found yourself living in luxury with parents of 
nobility. Characters who lived common lives are likely familiar 
with the rest of the world to a basic degree. 

Martial. This culture’s defining feature is the focus on 
warriors and prowess as means of government. They rule without 
a need for the systems other cultures consider vital. The strongest 
make decisions, take what they want, and command the weaker. 
Lack of position security in tandem with emphasis on courage 


i 


A Breach in the Source by DannitoLVL © Silver Crown Publishing A Your Life on Sear I 


High-Elven Dragon Servant by Agnes Balter © Silver Crown Publishing 


allows those in lower positions a chance to prove themselves 
worthy of special treatment. Characters born here may have been 
thrust into the strange environment, forced to survive or die. 
Those born in barbaric lifestyles are often left with a lacking 
understanding of the world past their environment. 

Draconic. Unique to the dragons of Avana, this lifestyle leaves 
those living it open to whatever path they so choose. Though the 
mortals are kept in line by the dragons to a degree, they are still 
supplied with everything needed to survive as long as the 
resources are being used to their fullest potential. Characters born 
under draconic conditions tend to view the dragons as powerful, 
experienced overseers rather than tyrants. Their lifestyle grants 
them a positive and educated world view, and humans are only 
limited by their relatively shorter lifespans. Some disagree with 
this, since some of the loftier goals, like exploring the stars, are 
discouraged due to their restricted lifespans. Despite this, if you 
dream to leave your mark on the world in some way, from 
becoming a talented musician to a master warrior to a 
revolutionary politician, you will be equipped with the means to 
do so. As long as loyalty towards the empress is never 
compromised, you can work towards your desired objective. 


Uncivilized. Though easily confused with the martial lifestyle, 
those born within the uncivilized lands are not subject to the same 
valor-oriented culture. A variety of governing styles could shape 
their birthplace, each tending to lack some typical order 
structures. Concepts like cities, many professions, or leadership 
roles all exist only as each tribe deems to handle them, if at all. A 
character’s view of the world is similar to those of barbarian, 
though less severe. They will have varied and often minimal 
knowledge of the shell beyond the lands they’ve occupied. 


DEFINING EVENTS 


The choices you make when constructing your character’s 
background will shape their path through life. If your preferred 
background doesn’t appear on this list, you are welcome to find 
additional tables in systems similar to this one. 


BACKGROUND 

Once you’ve decided on a background, you may roll on the 
appropriate table, or simply choose what you think best suits your 
character and their class. 


Archon Loyalist 
D6 I became an Archon Loyalist because ... 
1 My parents had always been loyal to our Archon 


and they raised me to do the same. Without them, 
the bonds would have nothing. 


2 Our Archon had directly intervened with our lives 
when I was young, saving our family and earning 
my admiration. 

3 Having experienced the barbaric and uncivilized 


natures of those who don’t follow the leadership of 
the Archons, there is no position I’d rather be in. 


4 I grew up poor, and dutifully serving an Archon is 
the fastest way to success in life. 
5 The Archon of my ward did nothing as my family 


suffered, and the best way for me to slay a beast 
such as this one is from the inside. 

6 Magic fascinates me and I’ve spent my whole life 
trying to be noticed by the Archon of my ward. They 
are said to never take apprentices, but I will prove 
overwise. 


Citizen of Avana 


D6 I became a Citizen of Avana because ... 
1 I was born to a family known for their undying 
loyalty for as long as history can remember. 
2 Having nowhere to go after leaving home, I found 


myself in Avana. They were welcoming, so long as I 
did my patt, so I stayed. 

3 Somewhere in my family line, an ancestor of mine 
was captured by the Church of the Great Dragon 
and now I serve their sentence in an isolated 
community with no means of leaving. Many here 
forget what it’s like outside, but I’ve never seen it. 

4 I had an incredible fascination with dragons 
growing up so I made the move to Avana as soon as 
I was able. 
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D6 I became a Citizen of Avana because ... Seddenese Tourist 
5 The church I attended growing up was extremely } 
focused on the draconic aspects of Jetaji, so I made D6 I become a Seddenese Tourist becalise ae 3 
the choice to move to Avana to learn more about my 1 Life back home was awful, aD I've come to Sear in 
faith and the origins of the religion. hopes of finding a new life. I’m hoping that my bad 
6 ae hearing a Svae eras for its people 5 eee enc ore REPSTS 
without cost and allows them to focus on 
improving, my family and I came to Avana in hopes eee so ae: come to experience the culture 
of growing out of our poor living situation. XS 2) IGM OME ELC EN ALON 
2 a ye a 3 I got in the wrong airship at the dock and by the 
time I realized, I was already looking down through 
Houseborn Noble the gap! These trips are not only expensive but set 
D6 mbecomearouschornNoblelbccansor’ are apart from one another. I'll have to 
2 ey see aaa oe as pee ay 4 ee * Bie ot the airships on its journey, but it 
ouse, and I’ve been a member of the house as lon ’ 
AR LGRHe TACRIIL: 6 crashed on the Searan shell. The nearest port was 
2 1 impressed a member of my house on the hundreds of miles from the crash site, and I’ve no 
aaa a and was knighted as one as reward for : TERE - ava ae Scie Lege Pee 
my skill. : 
3 My parents offered me to the house to marry one of eee of the shell oo Eee t back with my 
their children for my parents’ financial and IBGE Sd SISO OLAS TIAL: 
sociopolitical gain. I have been living my life as 6 My family had immigrated to Sedden before I was 


nobility since then. 
the The leader of the house passed before having an 
heir and one of my parents happened to be ina 
position where they were chosen to fill the role. 
5 As an advisor for the house’s leader, I’ve found 
myself as an official member, due the lack of 
required lineage, in the process. 


born, and I’ve come to see more of the land my 
ancestors called home. 


CaLL TO ADVENTURE 
Those who risk their lives to venture away from the comforts of 
home never do so without an inciting incident. Use the following 


tables depending on your land of origin’s culture type. 

If you have a special culture type, refer to the following list to 
determine your next step. 

Mount Zakk’heir. Given the nature of your culture, you were 


6 As the firstborn of my house’s leader, I’ve always 
had an immense weight on my shoulders. I’m 
expected to excel and take over when my parents 
are gone. 


Pre-Flood Historian 


D6 I become a Pre-Flood Historian because ... 

1 The dragons from before the Flood have been 
extraordinarily influential in nearly every known 
developed society. There must be more secrets that 
we’ ve yet to uncover. 

2 I had an experience with a magical phenomenon 
while exploring as a child and since then, nothing 


likely kept to study and grow. Should other motivations not apply, 
you likely left to understand something not explained by the 
academy life, magic or otherwise. 

The Beastwood. If you were raised among the natives of the 
area, roll on the barbaric table. If you were raised among the many 
bonds involved in colonization, roll on the common table. 

The Yuzerite Ward. Whether you’ve undergone the Rite of 
Return or not, roll on the common table. 


has been the same. I saw visions of a world more Barbaric 
advanced than our own and brimming with life. D6 Call to Adventure 
3 My family had always been involved with 1 You suffer a Tragic Origin. Roll on the Tragic 
archeology and history, with professions in the Origins table. 
field. I grew up with it as a part of my life and it’s 2 Your community was in desperate need of 


only natural that I pick up where they left off. 
4 I’ve always needed answered to my questions and 


something important, and you were sent to find it. 
Roll on the Community Shortages table. 


I’ve asked a lot of questions over the years. It was 3 After a brief experience with the more advanced 
only a matter of time before I found myself ways of civilized society, you decided that lifestyle 
searching for those answers in the past. wasn’t enough and left home to learn more of the 
5 The people I grew up around were always outside world. 
dismissive of questions like why things were the 4 Your siblings have always excelled but were the 
way they were or how things got to this point. It runt of the family. After one last humiliation, you 
was that complacency that caused them to fail and decided to venture off on your own and make 
my life to fall apart. Someone needs to have the something of yourself. 
answers, so I will. 5 You fought in a battle for your honor, and lost. 
6 My cleverness caught the attention of an explorer Exiled, you are no longer welcome until you’ve 
as he passed through my hometown. He asked if I’d proven yourself to your people. 
ever dreamed of adventure, and when I said yes, he 6 You are next in line to lead your people and have 


offered to make his apprentice. I couldn’t refuse. 


been sent on a pilgrimage. When you return, you’re 
expected to be a fit successor. 
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Common 
D6 Call to Adventure 
1 You suffer a Tragic Origin. Roll on the Tragic 
Origins table. 
2, You don't want to be a commoner, slaving away for 


the remainder of your life. A chance at luxury is 
worth a dance with death. 

3 Something precious was stolen from you, so you’ve 
left your home in pursuit of the thief in hopes of 
recovering your lost item. 

4 You are no longer content with the mundane life 
you had been living up until that point after a 
family member or local hero inspired you. 

5 While your folks want you to stay, they recognize 
your talent and potential. You’ve been sent out to 
make your mark in the record books. 

6 You stumbled upon a relic that called to you and 
said that you must leave home. It whispered of 
heroism and purpose. 


Draconic 
D6 Call to Adventure 
1 You suffer a Tragic Origin. Roll on the Tragic 
Origins table. 
2 After a life of study, a brief encounter with action 


and danger has drawn you away from the path you 
thought you’d wanted. 

3 Envious of the power your home’s dragons held, 
you left in search of a means of reaching their 
strength, chasing after the stories of great wizards 
and powerful warriors. 

4 Raiders from the mortal kingdoms attacked your 
home and took captives. Though your wise ruler 
said to be patient, you pursued after the infiltrators 
regardless. 

5 Having grown up in the mortal dominated regions, 
you had little interaction with dragons. After seeing 
them in their true glory you left home to learn more 
of their kind. 

6 Chosen by the dragon who rules the territory you 
called home; you have been sent off to complete a 
task of grave importance. 


Uncivilized 
D6 Call to Adventure 
1 You suffer a Tragic Origin. Roll on the Tragic 
Origins table. 
2 Your community was in desperate need of 


something important and you were sent to find it. 
Roll on the Community Shortages table. 

Outsiders passed through your home and shared 
their gifts of invention and progress. Fueled by 
envy, curiosity, both, or neither, you’ve left your 
home in hopes of learning more about their foreign 
ways. 

After a great failure, you have decided that home is 
not the place for you and have ventured out into the 
world to find yourself. 

Your community has found foreigners crossing into 
your borders causing a series of skirmishes. If you 
don't do something to stop them, it may turn to 
wat. 

Your community’s elders or shamans have chosen 
you as person of great importance, and sent you on 
a journey of growth and self-discovery. 


OTHER [ABLES 


Previous results may require rolling on one of the additional 


tables presented below. You may also use them as inspiration if 
you are writing your history from scratch. 


Community Shortages 
D4 Community Shortage 

1 The community has been struck by famine and is in 
dire need of a large amount of food. 

2 A powerful individual is growing impatient and 
your community owes them a large dept. 

3 Your home was ruled over by a powerful entity kept 
at bay with gifts of wealth, and your community is 
running out of offerings. 

4 It hasn’t rained in ages and your community has 


been suffering from unprecedented drought. 
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Tragic Origins 
D4 Tragic Origin 


i Everyone you hold dear was slaughtered in front of 
you, and only you were left alive. 

2 One by one, members of your community began 
acting strangely, and you didn’t feel safe at home 
anymore. 

3 Someone important to you went missing, but only 
you seem to remember them. 

4 You began to hear voices that told of an impending 


threat and tasked you with an important quest. 


Remember that if you are dissatisfied with the outcome of 
your roll, or if you have a better idea for that particular aspect of 
your character, you are completely within the right to reroll, 
choose an option you prefer, or use your own ideas. This entire 


section is purely a guide to assist and inspire you while 
creating your character. 


ReapING NATIONS 


Each region’s communities display a number of important data, 


described as follows. 


Estimated Population. The rough number of sapient creatures 
living within the area and abiding by its government. 

Racial Demographics. The rough percentage each race takes up 
within a community’s population, with percentages smaller than 
5% being grouped into ‘Other’. 

System of Government. Which of the following systems the 


community uses to determine rule: 
democracy, and anarchy. There are many variations of each of 
these systems and differences in how their rule is kept among 
these many governments. 


DEMONYMS 


disrespectful. 


Locations 
Regional Demonyms 
Aru 
Avana 
Blathada 
Isaa 
Jattanen 
J’tett 
Lasudon, Lasulio, 
and Lasuvei 
Levin 
Naikru 
Sahin 
Verant 
National Demonyms 
Archon Wards 
Aphentine 
Dechlan 
Hepent 
Morragaine 
Nichelas 
Yuzerite 
Atarah 
Colossi 
Drakra 
Drapes 
Eta’vana 
Halfhill 
Marquis 
Siivapa 
Umathi 
Vinterlan 


autocracy, oligarchy, 


You will see the people who reside within a nation called many 
things within this part. Below is a chart of some of the most 
common demonym used to refer to people within a given area. 
It’s important to remember that most of these demonyms 
were given by outsiders. People of Verant might not use ‘Veran’ to 
refer to one another as some may consider the gesture 


Searan Demonyms 


Common Demonyms 


Arin 

Vandrian 
Blathan 
Isefolk 

Jotun 

Tetiene 
Lasun, Wardic 


Leve 
Kruic 
Sahina 
Veran 


Bond* 

Aphent 

Dechi 

Hepent 

Morganite 

Nickine 

Yuzeran 

Atarin 

Colossi 

Drakken, Draka’Vandrian 
Draphi 

Ettan, Eta’Vandrian 
Halfish 

Marqain 

Silvan 

Uma 

Vintlanic 


Bond* Those who live within the Wards are referred to as 
bonds, rather than a more common term such as ‘citizen’. For 
example, one from the Aphentine Ward would be an Aphent bond. 
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Your Life on Sear 


THE LANDS OF SEAR 


Sear can be divided in a number of ways, the easiest being by the 
natural borders drawn by the shell’s rivers. The northern and 
southern regions divided in this way are home to several diverse 
and intricate nations and cultures, all of which are given brief 
overviews over the course of this part. 


NORTHERN REGION 


This land is dominated by a massive jungle that stretches from 
coast to coast called Verant. Two peoples predominately populate 
the vast jungle—the Isetu tribes of upper Verant, and the houses 
of Beastwood in lower Verant. To the east, the treacherous and 
mysterious island of Naikru floats. Rumors prevail of people who 
can bend the elements to their will as easily as breathing. To the 
north, the mountainous peaks of Jattanen stretch to the skies, 
bisected by the Aru River that flows into the shimmering white 
sands of the Aru desert. 

From the perspective of the lower nations, the upper region 
of Sear can seem like little more than a swath of uncivilized tribes 
obsessed with mysticism. However, the peoples of upper Sear 
have their own societies, complete with their own culture, 
conflicts, and atrocities. 


ARU 


The Aru Desert, named for the eponymous river that cuts across 
its width from Jattanen to the Nya’zin Ocean, is one of the four 
shield deserts of the Argent. Not much life can thrive in the 
punishing heat of the Aru, and creatures that call the desert home 
congregate around the banks of the Aru River, or oases for shade 
and water. Further away, creatures that require little to no water, 
such as bats, lizards, sand elementals, and scorpions, reside. 
Thanks to the two suns, daylight never fades in the Aru. Time is 
divided into the scorch: a period of bright light lasting 12 hours in 
the winter and 16 hours in the summer, and the gloom: a period 
of twilight that comprises the rest of the day. 

The surface of the Aru is a dazzling, pearly white ocean of 
sand, broken up by patches of cactus moss, causing the ground to 
look like a sea frozen in time. Dried up tributaries snake from the 
Aru River into the desert, forming plateaus. Perpendicular to the 
flow of the Aru, oases extend north and south, maintained by 
underwater aquifers. These aquifers were formed during the 
Flood and are preserved by the careful cultivation of the ant-like 
people known as the Nemagool. 


THE ATARAH EMPIRE 


Estimated Population: 300,000 
Racial Demographics: 95% Nemagool, 5% other 
System of Government: Autocracy 


The Atarah Empire is named after Atarah Aru, the first empress 
and unitor of the various Nemagool tribes. It spans the entire Aru 
River, as well as the entire northern edge of the Aru desert. 

Above ground, the empire consists of small outposts that 
seem remarkably like port towns. The structures themselves are 
yahbahzabi, made of Verant wood and driven up on platforms. 
These boat-like structures have roofs, walls, a sail to catch 
magically conjured wind, and a detachable sled to accommodate 
sand sailing. These outposts serve as launch points for above 
ground expeditions, and as trading points for the rare traveler. 
Below ground, massive sprawling networks of tunnels built 
around aquifers house thousands upon thousands of Atarins. 
Long, straight tunnels connect nearby colonies with each other, 
the longest of which stretches across the entire Aru River. Thanks 
to these highways, an Atarin could spend their whole life without 
ever going to the surface if they so choose. 

The Isetu moyakka of northern Verant know the empire as 
greedy but capable, strange and alien, and worthy of respect. The 
eastern colossi clans have a much worse view of the empire, 
seeing them as pests and scrouges -yet another trial to overcome. 
Atarins, however, understand the entire empire is held together 
by strong communal ties and immense perseverance. 


TE ATARIN BRoop 
The Atarah Empire is led by an empress chosen by empress before 
her. An empress rules for life but is forbidden from ever laying 
eggs. The entire empire is her brood. Below the empress are the 
queens. Queens oversee each individual colony within the empire 
and lay the eggs of an entire generation. The empress and queens 
are served by a number of advisors and experts they deem 
necessary, who can be selected regardless of their sex. 
Below the queens, all citizens are equal. Individuals may 
wield authority granted to them, but all members of the colony 
are relatives, so no distinction of status is made between them. 
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The same cannot be said for non-citizens. The Empire makes use 
of slaves, capturing tribes that resist assimilation, prisoners of 
war, and criminals. Slaves are considered property of the colony 
and perform the most dangerous and grueling work. Criminal 
slaves regain their freedom after a term of service—measured in 
years—and all slaves work the same schedules as citizens. 
Captured nemagool slaves are allowed freedom after 
indoctrination, but other species work until they die or are sold. 


THE SACRIFICE OF GROWTH 
Long before the Atarah Empire, northern tribes of nemagool 
known as the Zalgum discovered the remains of society before the 
Flood: ruins of brass dragon cities. They used what they found in 
the city to develop a massive, rudimentary filter that extended off 
the edge of the shell. Using that filter, they pulled in all sorts of 
objects from orbit. The practice continues to this day; northern 
colonies continue to harvest what they can from orbit and 
continue to delve into ruins for ancient items and techniques. 
During the Era of Expansion, when the Atarah Empire first 
formed, they held consistent and relentless raids on either end of 
the river, looking for the natural resources of the mountains and 
jungles. Since that time, tensions have cooled somewhat with the 
Isetu. Some are willing to hold trade with the Atarah Empire, 
while others refuse to forgive the old raids, so hostilities continue. 
The Empire has had even less luck with the colossi to the west, and 
so skirmishes continue on that front as well. Atarin raiders pillage 


LARVAE OF THE 
WORLD-EGG 


Apothism stemmed from records found in ancient draconic 
ruins and Isetu spiritualities. As pre-Atarin tribes shared 
what they had discovered, they began to piece together their 
own understanding formed from other faiths. They made no 
distinction between the religious beliefs and the concrete 
knowledge, so both became entwined in early Aru society 
and spread during the Atarah Empire’s establishment. 


APOTHISM 
Monotheism, The Pothic 


Holy Symbol: Two fractured sides of an egg worn as a ring at 
the base of either antennae. 


Atarins follow what the Isetu call Apothism. This faith holds 
that there is one goddess, Navia, who created an egg filled 
with life. The egg hatched and thus created the world. As the 
goddess of life, everything she created is imbued with life- 
the people, the plants, even the desert itself. 


All living things are in a pupation stage, waiting to molt and 
ascend to be with their queen. It is every creature's duty, 
therefore, to help their kindred spirits complete their 
pupation without harm. The desert spirits help their own, the 
jackal spirits help their pack, and the nemagool help their 
colony. Selfish spirits are wicked and must repent or face 
being cast out. 


livestock, slaves, and food, along with whatever else they happen 
to find. The production of each colony belongs to the Empire, 
which then redistributes resources, luxury goods, and even 
people as they see fit to guarantee each colony has what it needs 
to survive. Excess goods are left to the colony that produced them. 
"Enough" by the Empire's standards is the bare minimum, so 
trade still flourishes between the colonies. 


LiFE IN ATARAH 

The positions of the sun have little impact on subterranean time. 
Within Atarah, everyone gets six hours of rest, and twelve hours 
of work broken up by six hours of socializing. 

For the average resident of Atarah, daily life is consistent. 
After they wake, they eat and socialize with their tunnel mates, 
talking about recent imports or finds, gossip, and political 
happenings. After two hours of leisure, work begins. Some craft 
items, some tend to livestock or artificial plant nurseries 
sustained by magic and moyakka techniques, some expand and 
maintain the tunnels, and some care for young. 

This twelve-hour workday is broken up by another two-hour 
break to relax, eat, and socialize. After the second 'shift', there are 
two more hours of reprieve before sleep. An Atarin week is 
structured similarly; two days of rest, followed by six days of 
work. The warriors of the empire follow a different pattern of life. 
Surface travel happens by gloom, and travelers use yahbahzabi as 
temporary shelter from the scorch. During the summer months, 
they stick close to the Aru River, using it for quick travel and 
reprieve from the scalding suns. Raiding is limited, and many 
watriors instead act as sentinels, protecting the tunnels from 
subterranean dangers like giant gila monsters. As the days grow 
shorter and cooler, raiding picks up. The best and most 
experienced warriors attack the mountains and jungles to the 
west and east, while new warriors scour the desert looking for 
relic sites, oases, or nomadic tribes to trade with or overtake. 

Exceptionalism is a triumph of the colony, not the individual. 
Should a windwhisperer discover a new spell, all praise is directed 
to the environment that supported that discovery rather than the 
person who made it. The crafters, guards, and even tunnelers all 
share in celebration. By the same token, the responsibility of 
failure falls on everyone’s shoulders. If a colony’s explorers don’t 
return from the surface, the fault is on the teachers, the friends, 
and the queen of the explorer, not just the deceased. 


JATTANEN 


North of Verant and west of the Aru Desert are the Jattanen 
mountains. Colloquially known as the Stomping Grounds, the 
inhabitants are just as supersized as the terrain. Giants and 
Giantkin of all kinds, along with its enlarged fauna, call the area 
home. Stone, hill, and cloud giants, trolls, cyclops, and ogres, all 
roam the mountains. They reside with enormous goats, elk, 
eagles, and massive pteranodons known as quetzalcoatlus. 

Though the mountains are the most eye-catching feature of 
Jattanen, anyone who travels through the rocky terrain will be 
quickly acquainted with the ravines so deep they seem like 
inverted mountains. Winding through the mountains and into the 
ravines are endless cave systems. This makes Jattanen the easiest 
way to access the massive subterranean caves, known as the Dim 
Periphery, that span the entirety of Sear. 
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THE CoLossi CLANS 


Estimated Population: 150,000 
Racial Demographics: 95% Colossi, 5% Other 
System of Government: Anarchy 


For your average humanoid, traveling the mountains means 
constant, dangerous threats. With earthquakes in abundance and 
swift landslides ready to drag down anything in their path, the 
trek is one where death lurks at every step. These conditions are 
unavoidable constants for the Colossi clans. The term colossi 
refers to any half-giant, whether their ancestry be true giants, 
trolls, or other colossal creatures. 

The vast majority of the clans are nomadic, the unsuitable 
soil forcing them to chase their food through the mountains. 
Those few clans settled along the Aru River fish for sustenance. 
Rarely do passing clans interact as they are too preoccupied with 
survival to deal with outsiders, but they may trade if the 
opportunity presents itself. 

Colossi culture revolves around the ideals of glory and 
swashbuckling heroism. The worth of a colossi is measured by 
their reputation, so clans travel in search of their next great 
achievement. 


THE ORAL TRADITION 

Stemming from a lack of suitable writing materials, stories of past 
heroes and tragedies are passed down from generation to 
generation by Ozans, the clan speakers and historians. As stories 
evolved, their mounting details and accomplishments conceived 
a miraculous occurrence; stories manifesting magic. Ozan stories 
could be accompanied with illusory reenactments of fierce battles 
that blended into the audience, or echoes of thunder so genuine in 
its cries that listeners searched the sky for signs of storms. 

The southern clans were inclined to compare the Ozan magic 
with that of Moyakka shamanistic magic. The Moyakka groves 
saw the echoes of past heroes and immediately identified them as 
spirits. The northern clans came to their own conclusions, 
believing them not any more alive than the winds or rocks, but 
rather vestiges of deeds still symbolically connected to the person 
who performed them. 

The colossi weren’t completely without writing, however. 
Knotted strings made from carefully prepared animal tendons 
and entrails chronicle the indispensable stories. A single tale 
could easily obtain thousands of knots across several hundred 
strings. Each collection of strings, called a kipu, is safeguarded 
and only worn by Ozans during ceremonies. 


A Mark on History 


The discovery of Ozan magic was revolutionary for the Colossi 
clans. A single Ozan could tame beasts, save fellow clanmates 
from falling to their death, and bolster clan champions to be the 
same size as the monstrous giants of the stomping grounds. 
However, in order for an Ozan to gain new powers, they needed 
new stories. Thus, the Colossi clans unilaterally shifted from a 
pragmatic, cautious way of life to a daring, dangerous one. 

Due to the emphasis on legacy, there is no overarching 
religion in Jattanen. Yakkanism has spread in the lower reaches 
where the goblinoids and colossi mix intermittently but 
elsewhere, purpose and meaning is found through glory and 
fame. The existence of gods are useless to question when the 
colossi had power and, theoretically, immortality in their grasp. 


LIFE IN THE CLANS 

Ozan magic shifted the focus of clans from survival through 
caution to survival through glory. Clans still needed to travel to 
find food, but even those who had the opportunity to settle in the 
unusually hospitable region declined to, fearing that a 
“sedentary” lifestyle would lead to a stagnation in Ozan magic. 

Three roles are typical in clans. The chief who was commonly 
the strongest or the most ‘heroic’, sky-watchers consisting of 
scouts and lookouts trusted with trailblazing and detecting 
predators, and tent-mothers who acted as wet-nurses and 
oversaw the young when disaster struck. Ozans, in addition to 
keeping the oral record alive, presided handling over the dead 
and, should the chief deem such a thing necessary, exile 
ceremonies 

Settled clans find their glory in other ways. Warriors strike 
out with witnesses—noncombatants expected to record the 
watrior’s accomplishments—to perform great feats of combat, 
athletics, or other accomplishments worth being added to the oral 
tradition. The most common task is to “defeat history” or slay a 
giant who share their ancestry. Half-trolls hunt trolls, stone 
giantkin hunt stone giants, and so on. The task’s inherent 
poeticism invariably make for good stories, especially once 
filtered through the witness’ rendition. This practice, of course, 
fostered animosity between the giants and the colossi to the point 
where they attack each other on sight. 

The western clans, settled or nomadic, fight the Atarin 
raiders. The settled clans were left no choice - though they would 
have likely entertained a fight regardless. Because the Atarin 
couldn’t distinguish differences between the clans, the nomadic 
tribes were roped into the conflict as well. These clans’ stories 
focus not on individual triumph of warriors, but of the triumph of 
chiefs and strategic leaders against the bug-like intruders. 


VERAN 


Sear’s largest contiguous jungle spans from south of the Aru 
Desert and envelops the landmass. Despite its tropical tendency, 
the area experiences all four seasons with very mild winters. 
There is magic within the land, but it is tame and requires coaxing. 
Evidence of this magic is subtle—ground-level flora flourishes 
even with little sunlight and the trees tower hundreds of feet into 
the sky. Mundane creatures like frogs and snakes even exhibit 
gigantism and can easily eclipse an orc in size. 

According to the dragons who survived the Flood, the jungle 
hadn’t always been this way. Moyakka stories claim that 
fragments of the shattered Source embedded themselves into the 
soil of the jungle floor, filling the lands with magic. Those in 
Verant accept this story as history, for no other convincing 
argument has been presented. 

While Moyakka goblinoids consider it home, Verant is better 
known for being the only place where dinosaurs roam the surface. 
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The larger of the species remain underground where gravity is 
weak, but in the first few centuries after the Flood, smaller species 
like pteranodons and allosaurus began to break out. 
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Estimated Population: 800,000 

Racial Demographics: 70% Moyakka, 10% Colossi, 
8% Weretouched, 7% Nemagool, 5% other 
System of Government: Anarchy 


The goblinoids of Verant are erroneously called the Umathi by the 
houses of the Beastwood and the colonies of the Aru desert. The 
name comes from the shared dialect of the south and east tribes— 
the orc emissaries introduced themselves as ‘men of the tree’ in 
their native tongue. The word was misheard as Umathi, and thus 
stuck. In reality, each tribe, grouping and even alliance of tribes 
has their own name. The goblinoids call themselves Moyakka, or 
“season spirits”. The Moyakka consist of goblins or wasa 
moyakka, orcs or lobo moyakka, hobgoblins or ewki moyakka, 
and bugbears or ubu moyakka. 


Yakkanism, a term created by the shifters of the Beastwood, is the 
primary belief of the Umathi tribes. Passed down orally from 
generation to generation, the spirituality has always been a part 
of Moyakka culture since their contact with others. 

Yakkanists believe every living thing exists in and is affected 
by two realms: the realm of mortals, and the realm of spirits. 
Living beings are split by their body and spirit, with each residing 
in their designated realms. What affects one side-sickness, 
health, or death-is mirrored in the other. This principle extends 
not only to all living things, but also the changing aspects of life. 
A mortal plague would create a spirit of decay, while a summer 
spirit could manifest anything from a warm breeze to a wildfire. 

Spirits are complicated beings, with their complexity ranging 
depending on their mortal counterpart. Most spirits are actually 
made up of many smaller, simple entities. A spider’s spirit, 
though relatively simple, may actually be a combination of 
patience, predation, and craftiness spirits. 

Yakkanists believe that spirits are, fundamentally, beings of 
divine energy, making everything with a spirit inherently divine. 
The greater divine energy, the more capable the spirit is in 
affecting the mortal realm, though most are too weak for any 
direct impact. A tree, for instance, lacks the ability to retaliate 
against an assailant using a torn branch to create an axe. 
However, there are exceptions to this rule. All spirits have the 
potential to grow stronger and sway the mortal realm. The tree 
with a powerful spirit could grow arms and legs useful for attack, 
even if its mortal body were shriveled and weak. Therefore, its 
best to use caution when disturbing living things, lest they seek 
revenge from the other realm. 

Spiritual experts who help navigate these dangers are known 
as shamans. Shamans are capable of peering into the spirit realm 
and can use their own spirit to communicate with 
others. They are responsible for diagnosing spiritual illnesses, 
bargaining with the spirits around them, and warding off 
malicious spirits. Shamans are therefore the leaders of their 
communities; their insight helps evade disaster and protects from 
supernatural ire. Though, shamans and Yakkanists are not all 
protectors of spirits, for they simply need to be accounted for. 
Spirits are omnipresent, but not sacred. Care comes from caution 
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rather than awe. It’s not taboo to fell an ancient and mighty tree 
for wood, but foolish to think it’s without consequence. Because 
the local spirits differ, the practices decreed by shamans vary 
from place to place, with one exception. They all share the origin 
of the Moyakka. 


According to tradition, four spirits bloomed from the shards that 
had embedded themselves into the jungle grounds during the 
Flood. The first was a spritely and energetic spirit named Vreni, 
who came to be in the spring. Tarez, zealous and prideful, came in 
the summer while the wise and cunning Xuggoth emerged in the 
fall. Kratz, the last spirit, was pragmatic, resolute, and appeared 
in the winter. 

The four spirits were capable of freely moving between the 
mortal realm and the spirit realm. They traveled Verant together, 
crafting bodies from the plants and hides around them. They 
imbued these bodies in accordance with their own nature, 
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imbuing them with some of their divine energy. Thus, the first 
generation of goblinoids was created. The spirits passed down 
their own lessons to the newly formed Moyakka. Vreni shared the 
secrets of crop cultivation and animal husbandry. Tarez told of 
body cultivation and language. Craftsmanship and magic were 
learned from Xuggoth, and hunting and subterfuge was passed 
down from Kratz. 

With each successive generation, the four spirits became 
more reclusive, eventually disappearing entirely from the mortal 
realm. Even the wisest of shamans found it difficult to make 
contact. This story’s end varies greatly. Some say the spirits 
influence comes when a Moyakka child undergoes the blooming 
process, shaping the body from the spirit realm. Others say the 
spirits cut off contact and await great, deliberate sacrifice if they 
are to return. There are even those who claim the spirits 
transformed into the seasonal spirits who fill the world, therefore 
never truly left. 

No matter the outcome, each story notes that the Moyakka 
inherited the four spirits’ divine energy. Where other people area 
conglomeration of many unconnected spirits, the Moyakka have 
their own distinctive spirit at their core. 


ANCESTRAL DuTIES 

The Moyakka work not for themselves, but for the good of their 
grove. The world that Moyakka inhabit is both dangerous and 
inscrutable. Jaguars, alligators, bulettes, and a range of 
megafauna stalk the jungle floors and fly through the canopy, 
making cooperation a necessity for survival. 

This group-oriented perspective forms their inter-grove 
dynamics. A strong grove makes both desirable ally and fearsome 
foe, so the Moyakka tribes go to great lengths to exhibit their 
strength to outsiders. Great emphasis is put on visible displays of 
excellence. It isn’t enough to slay a giant ape for the protection of 
the grove. The skull would have to be brought back as a trophy for 
everyone to see. 

Moyakka society is modeled after the anatomy of a tree. 
Hobgoblins are the roots, the foundation that the rest of the tree 
grows and thrives upon. They are the magical experts of the grove, 
with typical duties including conjuring food during winter 
months. Hobgoblins play the role of shaman, overseeing maturity 
rites and other important rituals. The exact duties of a hobgoblin 
vary from tree to tree and by circumstance, however, their most 
sacred duty is upkeeping the spoken record. 

As the trunk of the tree, goblins oversee the thousands of 
tasks required for the grove’s prosperity. They work alongside 
hobgoblins, teaching the youth the ways of their society, and 
make up many of the crafting and artist roles that create 
necessities like pots, shields, and blankets. Additionally, they 
support the orcs and bugbears’ endeavors by assisting in hunting, 
scouting, foraging, trading, and other matters concerning life 
outside the grove. 

From the roots come the branches, in this case, the 
emissaries of a tree. Orcs often fill this position, trading and 
negotiating with other groups. To fulfill their duties, orcs must be 
capable of defending themselves and traversing large swathes of 
terrain. The emissaries spend much of their time honing their 
body to meet the harsh demands of the wild and to reflect the 
strength of their tree. A feeble emissary is a mark of a feeble grove, 
and displays of weakness invoke shame from benevolent parties 
and aggression from malevolent ones. 

Just as leaves capture sunlight to nourish the tree, bugbears 
provide for the grove. While their goblin partners gather various 


SPIRITS OF THE WORLD 


Yakkanism, a term created by the people of the Beastwood, is the 
primary belief of the Umathi tribes. Orally passed down 
generations, the spirituality has always been a part of Moyakka 
culture since they contacted others. 


YAKKANISM 
Spiritualism, The Yakkanist 


Holy Symbol: Four butterfly wings, each colored and patterned 
to represent a season, connected to a chrysalis in the middle. 


The specific practices of Yakkanism vary from tribe to tribe, but 
they all share a common story; the origin of the Moyakka. The 
original Moyakka are said to have bloomed from shattered 
fragments of the Source and were spirits that could freely move 
between the spirit and mortal realm. 


The spirits crafted bodies according to their own nature and 
awakened them, forming the first generation of goblinoids. Each 
successive generation passes down the divine spirit. Thus, where 
other people like shifters or colossi are a conglomeration of 
many unconnected spirits, the Moyakka have their own, special 
spirit at their very core. 


kinds of vegetation, bugbears supply meat and furs. Their typical 
method is ambush hunting, which the bugbears devote 
themselves to practicing in order to achieve deadly precision. 
During times of conflict, the hunting skills translate well as strike 
teams, using massive bows to rain down arrows unto 
unsuspecting camps. 


Lire AMONG THE UMATHI 
Moyakka communities in Umathi are known as groves and are 
generally quite small. Migratory groups consist of 10-50 people, 
and settled groups range from just under 100 to 300. Each grove is 
a self-sufficient group of Moyakka with their own culture and 
governing systems. Most have a theocracy led by shamans. 
Several groves within the same region often form loose 
alliances known as forests. These allied groups can have up to 
10,000 members, though forests normally have one to two 
thousand. Forests usually convene under threats too large for a 
single grove to handle. However, it has little impact on daily life. 
Rules of each forest differ but are generally minimal with focus on 
ensuring cooperation between all groups, leaving 
them to decide cultural and moral laws. Trading of goods and 
exchanging of cultures also happens within forests borders, with 
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those who have no currency systems sticking to other forms of 
bartering such as trade or service. 

Migratory and settled groves serve different purposes within 
a forest. Migratory groves move between the settled ones, 
subsisting on hunting, gathering, and trading. They craft little 
and instead trade for crafted goods. These groves represent the 
forest as a whole when they interact with other groups such as 
Jattanen clans, Atarin colonies, Beastwood houses, and nearby 
forest alliances. The stationary groves practice crop cultivation, 
usually in the form of orchids, and animal husbandry. 
Metalworking is only common in the southernmost and 
northernmost groves who have access to metal produced by the 
Beastwood houses and colossi clans, respectively. Ironwood, a 
tree indigenous to Verant, serves a similar purpose to a Moyakka 
grove. Where Beastwood settlements would have a family of 
smiths, a groove could have woodcarvers or carpenters making 
items like tools and armor. 

In general, violent conflict between groves and other 
groups is minimal. The jungle is deadly to all people, so just 
reaching a Moyakka grove is dangerous endeavor. Disputes that 
arise between groves beyond negotiation are settled through 
predetermined contests or duels. For most groves, largescale 
conflicts spells disaster. Even if a grove wins, they are weakened 
to the point of near defenseless. Despite this, extended conflicts, 

even wars, are not unheard of. Most infamously, the eastern 
Isetu. forest slaughtered hundreds of Beastwood 
noncombatants during the Silver Wars. This act led to 
certain parts of Beastwood and the Wards branding the 
Moyakka as savages. 


Tue BEASTLANDS 


Estimated Population: 400,000 

Racial Demographics: 62% Human, 20% Weretouched 7% Moyakka, 
11% Other 

System of Government: Anarchy 


In the lower half of the Verant region, human city-states bearing 
superficial similarities to the Umathi tribes line the coasts and fill 
the jungle. This human-settled region is known as the 
Beastlands, named for the mass exodus of therianthropes to the 
area in the past. The city-states of the Beastlands, each named 
after the house that rules them, are constantly dealing with 
external forces. The northern houses trade and fight the Umathi 
tribes in equal measure. Conflict typically brews over matters of 
natural resources, territory control, and on occasion, honor. In 
contrast, the southern houses have been forced into an alliance 
from the constant invading presence of Archon Dechlan. Loyal, 
misinformed, or coerced bonds are sent to the Beastland coasts to 
capture Veran humans and were-touched, offspring of humans 
and therianthropes. 


THERIAN ODYSSEY 

The original Veran were never a sophisticated society. They were 
nomadic but lacked the biological advantages to thrive in the 
jungle like the goblinoids did. They survived, never flourished, 
and had only just begun to settle land when the therianthropes 
arrived. When and how the first therianthropes arrived is lost to 
history, but the most common retellings hold that a group of 
about 40 battered refugees came from the southern coast under 
the new moon and joined the nomadic tribes. Within a few weeks, 
terrible, unstoppable monsters appeared in those tribes. Many 
died, more were injured, and the monsters continued to prowl the 
Beastlands henceforth. 

Therianthropy spread like wildfire, descending the 
Beastlands into brutal savagery. A group of humane monsters 
went on a grand odyssey across the Beastlands to cow the 
monsters and bring civilization and control to the lands. Their 
purpose complete, the group vanished just as quickly as they 
came. The heroes and villains of the story depend on who tells the 
story; House Kalicha claim that it was werewolves that arrived, 
House Hafedya report that werewolves were the savages the 
wereboars cowed, and so on. 


THE TEN Houses 

Ten houses make up the Beastlands, each with their own 
therianthrope bloodline. There are two wererat houses: House 
Norezi on the northwestern riverbanks and House Rakakim, 
residing in the south’s coast nearest to Avana landmasses. House 
Hafedya, a wereboar house, shares the central jungle region with 
House Zinzuri and House Duvu, a werejaguar and wereowl house 
respectively. Werewolves belong to House Kalicha in the east’s 
fertile grasslands, or of House Safim occupying the eastern coast. 
There are also the werewolves of House Mwavi, who live in the 
southern jungle alongside House Wangozi, a werejaguar house 
formerly a part of Zinzuri. Finally, werebears of House Kubwo 
occupy Dubu Island off the Beastland’s western coast. 

Each house represents a city-state and has a few small 
satellite villages. Historically, the houses of Beastlands traded 
with each other, and seldom fought in all- out wars. With a 
substantial portion of the military immune to traditional 
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weapons, disputes 

were settled through political 
maneuvering or assassination using 
silvered weapons. Neither the indigenous 

Verans nor the occupying therianthropes 

were particularly adept at magic, so no house 

could truly threaten the other. 

This forced armistice ended when House 
Kalicha discovered military alchemy. Suddenly, the 
werewolf house was able to manufacture acid, 
alchemist’s fire, and poisons at a threatening level. 
However, the ingredients needed were far more common in 
jungles than the grassy fields. It forced House Kalicha to increase 
trade while simultaneously attempting to keep their formulas out 
of the hands of the other houses. 

Armed with these weapons, House Kalicha’s effective 
military power skyrocketed, and they began to unite the humans 
of Verant. They had successfully conquered House Safim and were 
poised to do the same to House Mwavi when their formulas were 
leaked. Now armed with the same weapons, House Mwavi, with 
help from insurgents loyal to House Safim, were able to repel 
attacks. House Kalicha was forced to give up what they gained, 
and before any revenge campaign could launch, the forces of 
Archon Dechlan invaded. House Mwavi and House Safim defended 
as best they could, but still lost ground. 

In modern times, all of the lower houses have been forced 
into an alliance of necessity to repel the magically equipped 
Archon invaders. The upper houses are more than content to leave 
them to it. House Kalicha has limited contact with the other 
houses, focusing on internal development, while House Hafedya 
and House Zinzuri test their luck expanding into upper Verant. 
House Norezi have taken advantage of the fighting to sell 
weapons, food, and livestock to the lower houses. 


THE GREAT EQUALIZER 

It is no secret that silver is capable of piercing the flesh of humans 
and weretouched alike, making the material play a big role in 
diplomatic engagement throughout the Beastlands. Wearing 
silver jewelry is taken as a gesture of peace and confidence and 
honorary medals given to humans are plated with silver, 
representing equality. The precious metal is even used in currency 
in the form of small silver bars known as talons. In contrast, 
silvered weapons represent traitorous intent. No militaries use 
silvered weapons, for doing so would result in wars ending with 
extinction. 


THE DIVINE ARENA 


Daanoism is a polytheistic belief that developed after the 
arrival of therianthropes in the Beastlands. The Houses use 
Daanist teachings to justify their societal structure and claim 
divine mandate through it. Outside of the Beastlands, 
Daanoism is sometimes called Zuism, referring to how 


everything is a creation of Juzibu. 


DaANOIsM 
Polytheism, The Dannist 


Holy Symbol: A depiction of a full moon against a silver 
background, with a footprint appropriate to a given line of 
therianthropy in the middle. 


Daanoism is the main religion in the Beastlands. Daanoism 
holds that there are six gods, each of which are endlessly 
prideful. Wajatauni, the plaguemother, created wererats. 
Fikraangra, the all-seer, created wereowls. Kiondi, the 
conqueror, created werewolves. Shabo, the unstoppable, 
created wereboars. Makosa Yumba, the unyielding, created 
werejaguars. Juzibu, the solemn destroyer, created werebears. 


To determine who was the best of all, the gods created the 
world as a stage and the therianthropes as their champions. 
However, one god, Juzibu, had no interest in competing with 
the others and acted as an impartial arbiter. 


Daanists believe that the worlds purpose was to serve them, 
and that all things, from dragons to disease to wild magic, have 
been placed by the gods to assist or test them. By pledging 
allegiance to the Houses, Daanists further their god’s agenda, 
earning blessing unto themselves and their house. 


LIFE IN THE BEASTLANDS 

Those living in the Beastland Houses live similarly to the Moyakka 
groves, but with a greater sense of security. Those closer to 
therianthropy receive better stations in the quasi-caste system. It 
operates on the principle that the strong should protect the weak. 
Vulnerable human families could now receive protection from a 
therianthrope or a weretouched warrior. In return, the protectors 
would enjoy a life of privilege. Weretouched often obtain the best 
jobs, so humans were pushed towards farming and other grunt 
work. Less time devoted to defense meant that the average human 
could now focus their efforts on working or recreational activities. 

The relationship of those in the Beastlands with the rest of 
the world are varied. House Rakakim used to trade with the Avana 
kingdoms on occasion, but the Dechlan navy now makes it unsafe 
to do so. House Kubwo chooses isolation, rarely leaving the island 
they occupy and treating all foreigners with wariness. Kubwo 
even abstains from the politics of the other houses and doesn’t 
participate in trading. 

Magic hardly plays a role in the Beastlands. The shamanistic 
practices of the north are dismissed as heretical, and Veran 
humans never inherited the lessons from the dragons of Avana. 
This disadvantage means the quality of life is the lowest in the 
immediate area. Everything must be done manually, leaving little 
opportunity for citizens to rise above their stations. Additionally, 
lack of magical healing makes the Verans, and in turn many 
weretouched, more dependent on therianthropes’ protection. 
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CENTRAL REGION 


Once the stage for many of Sear’s most historic events, the 
Central Region contains the draconic lands, the Wards, and the 
communities formed in their wake. 


AVANA 


The Eminent Territories, known as the Land of Dragons to the 
mortal races outside the islands’ borders, are where the vast 
majority of Searan dragons reside. The Territories are made up of 
a series of kingdoms, each ruled by its own dragon, and all fall 
under the rule of Dragon Empress Vanarhys. 

Avana is broken into two halves. Eta’vana is claimed by the 
empress, and Dakar, the northern island is governed by the 
largest organized faith in Sear, the dragon worshipping Adrakru. 

Dragons make up most of Avana’s citizens. Cities are built by 
and for dragons, designed to accommodate their size and 
strength. In many ways, their communities are more advanced 
than the mortals’, their extensive government records and 
distribution of wealth ensuring no citizen is left behind. 


THE THEOCRACY OF DRAKRA 


Estimated Population: 100,000 

Racial Demographics: 60% Dragon, 15% Kobold, 10% High Elf, 
5% Half-Dragon, 10% Other 

System of Government: Oligarchy 


Within the Avanan isle of Dakar, dragons make up the majority 
population. The Drakshun of the Church of the Great Dragon 
congregate in theisle. The land itself is lightly forested. Its 
western side is humid, with green coasts and tall trees that mark 
the hilltops. Further south, the climate is warmer, and the hills 
flatten out into salt and marble. 


THE CHURCH OF THE GREAT DRAGON 

As the largest Adrakru congregation since before the Flood, the 
Church of the Great Dragon holds great authority and influence 
over interpretation of the faiths many traditions and lessons, as 
well as the hundreds of tablets the dragons left behind. 

As a result of following the written will of the first dragon, 
Draekor’natia, all lands are ruled by dragon. This has inspired an 
elitist, sectarian, and incredibly xenophobic community. It is this 
mindset that allowed the lands of Drakra to remain exclusively 
ruled by dragonkind. No mortal may claim ownership of any land 


A BRIEF HISTORY: AVANA 
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within its borders, and any disrespect towards a dragon ends ina 
swift and ruthless execution. 

The lack of respect towards other races limits the trade and 
sharing of information with those of the rest of Avana. The 
Adrakru Scriveners forbid the valuing of their land and its needs 
at the same level as those ruled by mortals. In rare circumstances, 
the Archons have traded with the church, but never in a way that 
affects any relevant power or people. 

The people of Drakra are ruled by chosen knights of the faith 
who are commanded by a hierarchy of dragons. At the top of this 
pyramid of authority are the Great Scriveners, who record the 
present and decipher the past. Subsequently, the rules in place for 
citizens lean heavily in favor of dragonkind. Though there are 
rules against the outright and unwarranted murder of another, 
dozens of clauses within the Scriveners’ tablets justify the act. 
Examples of this would include the victim was not dragonkind or 
was speaking out of turn. Even with this seemingly lawless order, 
the inspiring, or terrifying, presence combined with the instilled 
respect that comes with being high ranking within the faith 
allows the church to keep order amongst its people. 


GREAT CITIES OF SALT 

The many holy cities of Drakra are recognizable by their unique 
architecture; their towering walls and Great Halls are constructed 
of-if not inlaid with, polished and enchanted white salt. 

One of Drakra’s most plentiful resources is rock salt, found in 
fields spanning miles in the eastern edge and lining the coast that 
leads to Nav’ aku. This mineral is one of the reasons why the Great 
Scriveners of the 300s claimed this region in the church’s name, 
as the white stone represents a number of things to the Drakshun. 
Salt represents stability, spiritual grounding, and the land itself. 
Common religious practices require salt to perform, such as 
baptism or marriage. It also finds use in the darker side of the 
faith, like banishment, sanctification, and in rare cases, sacrifice. 


LiFE IN DRAKRA 

Citizens within Drakra live vastly different lives depending on the 
hand they are dealt at birth. Should they be lucky enough to be 
born into the body of a dragon, they’d be born in a world built for 
their success. The large cities of Avana would be free to explore, 
with the church providing access to any necessities, education, as 
well as any resource required in pursuit of nearly any path they 
choose. 

The life of an elf, human, or otherwise mortal race is quite 
different than that of a dragon. They are most likely to become-if 
born to a commoner-a laborer or a serf. Dozens of soldiers are 
kept within the prisons of Drakra, with most living out most of 
their lifetime there. These prisons resemble 
walled-in, isolated communities rather than 
detainment centers, though they are 
carefully organized to remain in line with the 
dragon empress’ law. This results in entire 
generations within these walls, solely 
working to repay the dept owed to the church 
for whatever crime they had committed. 

Laborers live similar lives to serfs, but 
over time, many of these labor colonies have 
come to serve their own will; Mortal 
communities that genuinely believe 
themselves to be lesser-than end up 
entrusting their lives and purposes to the 
dragons. 
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THE REPUBLIC OF ETA VANA 


Estimated Population: 200,000 

Racial Demographics: 10% Dragon, 55% High Elf, 15% Half-Dragon, 
10% Kobold, 10% Other 

System of Government: Autocracy 


The majority of Avana is ruled by the famed dragon empress 
Vanarhys, ruling with a mighty roar so powerful, those who hear 
it can only bend at the knee in response. Avana is a diverse 
landscape of rolling green hills, bountiful and dense forests, and 
beautiful beaches dotted between jagged cliffs that form the 
lands’ natural borders.This region, which contains every inch of 
Avana that has not been claimed by the Drakshun and their 
Scriveners, is named Eta’vana. The land is populated not just by 
dragons, but many other forms of lesser dragonkind like half- 
dragons and kobolds, as well as dozens of elven colonies. 


DIVERSE IN BELIEF 

Though Drakra is home to a large portion of Avana’s religious 
infrastructure, and anchors the land very closely to Adrakru, there 
are different faiths even dragons fall in line with. The most 
prominent, Jetaji, dates back before the initial founding of 
Adrakru. This faith is the worship of the Fie, a congregation of 
what ancient dragons believe to be six divine entities who created 
everything, and directly raised, taught, and guided the first 
generation of dragons. 


CiviL YET DisTANT 

The dragons of Eta’vana, as a whole, hold no ill will towards the 
mortal kingdoms that dominate most of the shell. They strictly 
remain isolated and unified about the politics of the land. It is not 
the dragons’ place to intervene, even if the humans begin to 
overstep and destroy each other. 


THE Horns oF LEVI VASHI 

Since its founding, the territories have been ruled by a single 
dragon; Empress Vanarhys. The empress was barely an adult 
when the Flood occurred but quickly assumed a leadership role 
while in the remaining caverns. Vanarhys kept peace amongst the 
survivors and, when the surface cleared, lead her people upwards. 
Since then, she has remained the ruler of Avana, and her looming 
presence has become a symbol. Vanarhys, who towers at almost a 
thousand feet high, is one of the eldest living dragons. Buildings 
meant for the largest of dragon are dwarfed in her presence, and 
the dragons who manage to rival her in age barely manage half 
the height. Despite her almighty presence, there are edicts in 
place to determine succession if the empress were unable to lead. 
The title is passed to the first dragon who finds Horns of 
Levi’vashi. It is magical crown worn by the empress, transported 
after their death to the location where they maintained the 
strongest emotional connection. The creation of the Horns dates 
to before the Flood. The identities of the few past bearers have 
been carefully recorded, yet the original intent behind the crown’s 
odd enchantment has been lost. 


THOSE RESIDING IN AVANAS BORDERS 
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FAITHS OF THE OLD EMPIRE 


There are two primary faiths within the draconic lands of Avana that have endured Argent’s new post-Flood era. They are the 
foundation of many branching faiths, such as the Yuzeric and the Amanayic. 


ADRAKRU JETAJI 
Polytheism, The Drakshun Polytheism, The Jetajists 
Holy Symbol: Drakshun pridefully wear crimson-colored Holy Symbol: Jetaji represent their faith by wearing six colored | 
scales, normally belonging to the wearer, strung on a string or rings: gold, silver, red, blue, green, and purple. They are not | 
chain. They are traditionally soaked in a mixture of blood and stacked, and only sit from one middle finger to the other. They 
salt, which often stains the scales. are meant to remind the wearer of each Fie. | 
Adrakru is the worship of Draekor'natia, the first dragon. The The Jetajists directly worship the Fie as divine entities, with | 
Drakshun believe that dragons are inherently superior to all each of the Fie considered equal in importance and power. The | 
other mortal races and deserving of their power and authority. original Jetajists are said to have been the first-generation | 
dragons who the Fie mentored eons ago. Jetaji teaches these | 
The devout often pledge themselves or make large sacrifices to lessons, defining their core values by emphasizing on the 
the Fie. They believe the Fie are responsible for their natural realities of life and death, motion and stagnancy, and what is or 
born gifts, and that it was the Fie who determined dragonkind isn’t natural to their world. 
as deserving of all they have laid claim. 
The tablets they study also speak of the Fie having taught these | 
A subsect of the Adrakru faith, though less common, is the dragons how to understand and view their world and how to | 
Ledrakru. This subsect is followed exclusively by mortals. The conjure the magic that holds it all together. 
core beliefs are identical to that of the Adrakru, with the | 
exception of self-idolization. They do their upmost to serve and Compared to Adrakru, Jetaji is an incredibly common faith | 
please dragonkind, for the dragons are superior. among mortal civilization, as it was introduced to them by the | 
newly- emerged dragons centuries ago. | 


Definition: Fie 
The title used to refer to the six entities said to have led the first generation of true dragons. This group consisted of beings who called themselves | 
the Beginning, the End, the Method, the Means, the Cycle, and the Magic. These divine beings have created all that is today, and still have great 
influence over their creation. 


Draconic Edicts. The Horns do not only bear the 
method of succession that reinforces the wearers 
presence as a ruler. The wearer may choose to enact 
magical edicts. All who witness the proclamation, even 
indirectly or read, must obey until the Horns change wearers. 


THE EMINENT TERRITORIES 

Eta’vana is split into eight territories, each ruled by one of the 
dragons who sit at the Empress’ Court. Court Dragons are given 
near complete control over their territory so long as it remains in 
accordance with the Edict of Hierarchy. 

Avana’nai. Sometimes called The Heart, the mountainous 
western region of Avana surrounds the city of Vanarhys and is 
governed by the empress herself. It is home to some of the most 
complex and grandiose architecture on the shell, admired by even 
those who despise dragonkind. The Heart also contains Avana’s 
sole entrance to the Periphery, which leads to the caverns that 
once called themselves Frah’ct. Most of the metal used in Avanan 
smithing is sourced from here. It is then sent to Mount Zakk’ heir 
for tempering before the smiths of Nav’Atun can shape it. 

The Royal Orchard. Vanarhys has a number of children, as is 
customary for powerful dragons. Her first daughter, Lrallna, has 
developed an impressive level of strength and skill, earning her a 
seat at her mother’s court. 
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The large and expansive forests that stretch across the 
eastern half of Avana are Lrallna’s claimed territory. Itis a famous 
natural anomaly due to the sheer number of trees bearing fruit. 
Lrallna and her forest’s guardians watch over the land with great 
care. She is known for her druidic expertise, and many seek out 


her or her guardians in order to learn the craft. 


Valley Thalan. Central Avana is ruled by notorious Thalan. He 
is the son of Thalei, a dragon famous for starting the more brutal 
and inhumane handling of the elves. Though none of his policy 
reflects it, Thalan is outspoken in his disagreement with the Edict 
of Hierarchy. Under normal circumstances, a dissent like that 
would result in the dragon’s removal from the court, but Thalan 


is too powerful an asset to lose. 


Nav’Atun. The large open land bordering the westernmost 
coast of Avana is home to the majority of the continent’s elf 
population. Atunthrak, the dragon ruling the territory, has given 
them near free reign of the land, so long as they fulfill the intense 
crafting quotas. The elves of Nav’Atun are create most metal 
armor, tools, and weapons in the territories. They also work 
towards sourcing most of the territories’ food in tandem with the 


orchards of Lrallna. 


Isle Soraa. The island claimed by the Soraa family, located in 
the south-eastern corner of Avana, is ruled by anameless dragon 
who calls himself “The Immaculate One”. Few outside of 
Vanarhys’ court know anything about his true identity or why he 
remains hidden. In an unusual decision, The Immaculate One 


designated the Soraa family as leaders. Originally a merchant 


eae niall 


Draconic BREEDS 

Akin to other fantasy settings, 
the dragons of Argent have many 
different varieties, which largely 
fall into familiar categories: 
Chromatic and Metallic. The 
chromatic dragons are natural, 
and the chromatic are born of 
magic. While metallic dragons 
have always appeared in history, 
the chromatic didn’t emerge in 
records until the splitting of Sear 
and Sedden. At this event, 
Vanarhys the First and a red 
dragon called Ido decided to 
divide the world, claiming Sear 
for the metallic and Sedden for 
the chromatic. 


family, the Soraa’s work on behalf of the Empress to secure the 
border and communicate with outside nations. Of their many 
efforts, only one remnant of their old lifestyle remains: the Soraa 
Brewety. 

Nav’Aku. The smallest of the eight territories, Nav’ Aku or the 
“Dorca Coast”, has little to no purpose in Avana’s economy. The 
region serves as a recreational destination, given its tropical 
environment, and is ruled by the only kobold to ever serve the 
empress directly. 

Mount Zakk’heir. The largest mountain in Sear, Mount 
Zakk’heir, is known for its odd screw-like shape. At its peak 
stands Zakk’heir’s Academy of the Magical Arts. Zakk’heir is not 
only the most talented draconic mage but is one of the world’s 
most experienced. He is best known as the dragon who originally 
taught the Archons their magic. 

Though many fear the journey to the warded mountain, 
Zakk’ heir is willing to teach anyone, even mortals, who manage 
to reach the top of the spire, for it would prove their worth. 


ComMoNn BELIEFS 

Despite their mostly disconnected communities after the Flood, 
many old beliefs remain in the minds of dragons. What many 
mortals consider as superstition have become staple aspects of 
dragon culture. 

Touching the Gods. The most widespread of these beliefs is the 
idea that the closer one is to the source, the closer one is to the 
gods. Ancient dragon kingdoms built their cities as high as 
possible, constructing towering castles atop the tallest 
mountains. Ironically, it was due to this construction that nearly 
all draconic infrastructure was lost to the Flood. 

Fear of Rain. Many dragons believe that the Great Flood was a 
punishment for their actions, whether it be their arrogance in 
reaching for the gods or the selfishness and cruelty in their 
treatment of the elves. Dragons are likely to avoid past mistakes 
and often see rain, especially heavy storms, as a bad omen. Those 
that lived through the Flood may have rain- related trauma, given 
the weeks of heavy storms that preceded the devastating event. 
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Lire IN ETAVANA 

Living in Eta’vana means experiencing the world of dragons: a 
blend of conflict and competition leading to resolution and 
compromise. Draconic culture emphasizes seeking solutions and 
wisdom, so dragons are vocal, blunt, and loud. Though there is a 
lot of conflict within Avana, it is not without purpose. The roars of 
the empress’ council can be heard for tens of miles, but Avana 
remains strong, and its people are happy. 

The citizens of Eta’vana are taken care of as the empress 
provides her people with anything they would need or want. Even 
the mortals, kept in their separate villages and towns, find 
satisfaction with their lives. While many remain within their 
comfort zones, fulfilling the same duties as their parents, others 
choose trying to change people’s lives. 

It is through the careful balance of enclosed borders, 
segregated communities, strong education systems, and a 
complex and thorough record system that Avana remains in the 
state it does. Avana is arguably more developed than the mortal 
nations, but it was not without obstacles. There are those who find 
impatience within the perfection, and claim the dragons are evil 
tyrants. These thoughts can spread, leading to a rise in fears about 
the dragons’ intentions. This reputation, along with that of the 
Church of the Great Dragon, make outsiders view the dragons 
with great contempt. 
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CHILDREN OF THE 
SONG MOTHER 


The Mikin believe that, in the early days of their people, they 
were guided by a divine being. This being called herself Ama and 
was an entity of creation and guidance. Ama is said to have 
created and guided the Mikin, similar to how dragons described 
their relation to the Fie. Though, unlike the Fie, Ama was a 
single being. Ama was not only genderless in appearance, but 
truly formless. She could shift their appearance in moments, 
always taking a form that comforted the viewer. Ama would tell 
stories of the other lands that she said to have formed and 
warned of their struggles. She spoke of the Great Flood’s effect 
on the dragons’ way of life and granted the Mikin deep insight 
into how differently humans lived. 

It was at the request of Ama, now called the Song Mother, 
that the Mikin ever left the familiar comfort of the desert. The 
Song Mother taught them music, art, and theater, and how to 
use this universal means of communication to bend the world in 
mystical ways. With this insight, the Mikin did as commanded 
and wandered out into the world with aspirations high, ready to 
spread the joy of the Song Mother and her lessons with the rest 
of Sear. 


AMANILACISM 


Monotheism, The Amanayic 


Holy Symbol: Long braids of thin white silk, often adorned with 
various charms important to the wearer, wrapped around the 
wrists of the devout. Each charm represents an important 
moment in the wearer’s life, meant to instill the moment’s 
lesson in their mind for as long as they carry it. 


Frequently called the Amana by unfamiliar outsiders, the 
Amanayic faith is a wandering one and almost entirely populated 
by the Mikin. It’s their belief that their very origin, not just their 
cultural heritage, dates back to their icon of worship, the 
goddess Ama. 


Ama teaches a carefree and kind way of life, intending for all 
creatures to live in that manner. The Song Mother wants every 
person to find their joy, and in doing so will others find their 
own. Happiness begets happiness. 


This wandering church often struggles to convince others of 
their faith due to the racial nature ingrained in Ama’s teaching. 
Her songs and plays all revolve around how the Mikin would be 
the ones to leave their sands to change the world for the better. 
Despite this, Amanayic clerics exist and thrive, bringing joy and 
song as they parade across the shell. 


Unfortunately for them, the average Amanayic lifestyle often 
leads to finding themselves in the line of fire, and commonly in 
a position where they must pick sides. The Amanayic don’t take 
picking sides well. Wishing the best for everyone makes it hard 
to brand a person, and especially groups, as real enemies. 
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PTET 

At the central landmass’ eastern edge is an incredibly large span 
of desert, filling the opening left by the Three Wall Mountain. 
Named for the natural barrier it creates around the J’tett desert, 
the Three Wall Mountains compete with nearly every mountain in 
height, with the exception of the Vandrian Silver Spiral. The 
desert itself is scarce of fauna or flora. Only a few species of 
rodent, various insects and lizards, and near dozen species of 
cacti inhabit the area. 

What pockets of life do exist can be found in the rare oases 
peppered throughout the desert. Beneath the sand are thin 
streams and occasionally, one of these streams burst. The 
resulting spring formed on the surface can cultivate to small yet 
vibrant clusters of life. Among these thriving locales are the 
Mikin, a race of catfolk that, at their tallest, stand slightly shorter 
than an average human. Mikin sport feline ears, mostly furred 
skin, similarly feline fangs, and a long tail sprouting from their 
lower back. The catfolk have developed a wonderful culture of art, 
music, and kindness with little to no influence from other Searan 
societies. 

Throughout the shell’s early post-Flood history, J’tett 
remained a mostly uninhabited place since the humans of Ward 
focused their expansion elsewhere. It was during this time that its 
native residents would develop. In time, they began to wander out 
into the world, learning more of the peoples they’d gone so long 
having only heard about. 


THE SitvArPA MATRIARCHIES 


Estimated Population: 100,000 
Racial Demographics: 95% Mikin, 5% Other 
Systems of Government: Autocracy 


Found among the bountiful oases scattered across J’tett are a 
number of Mikin clans who largely identify with the same label: 
The Siivapa Matriarchies. The title was given by the humans of 
Ward to the female-led desert clans, known for traveling often 
and their predominantly Mikin population. 

Nearly all clans within the Siivapa Matriarchies are 
predominantly Amanayic, as are most Mikin raised in and 
exposed to the culture. It’s this unique faith that inspired the 
majority of clans to adopt a motherly leadership style. Men 
perform simpler duties such as hunting, gathering, and labor, 

while the women carry out the more complex duties that 
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matriarchy requires, such as political communication, resource 
allocation, teaching youth, and general leadership roles. 

Many outsiders view the matriarchies as simple-minded, 
vapid, and naive. In reality, the leaders of Siivapa are masters of 
the crafts they teach. Hunting, craftsmanship, bardic magic, and 
martial arts are just a few of the many talents taught to the next 
generation. Matriarchs in particular are expected to have mastery 
in many esoteric fields in case the knowledge ever needs to be 
passed down. 


GUARDED BY THE DESERT 

The desert of J’tett has a number of natural defenses that largely 
ignore the Mikin people. These include enormous, lizard-like 
beasts that hunt like sharks beneath the sand, and the oasis 
hyenas prevalent on the southern edges of the desert who hunt 
small game and, in rare cases, humans. These dangers don’t seem 
to impede the Mikin. In fact, the catfolk have no issue taming 
these hyenas for the defense of travelers or assisting their hunters 
and warriors. Legends tell of the Mikin individuals able to tame 
the land-sharks, even riding them by using special saddles that 
kept them atop their burrowing steeds beneath the sand. 


TRAVELING INFLUENCERS 

The matriarchies exist almost entirely within the desert, with the 
exception of a small bunch that wander outside of it. It’s 
traditional for a Mikin to spend about an eighth of their life 
traveling. As a community, they take a season-long journey 
through Sear, taking the time to learn and teach as they go, and to 
develop and share their culture. This tradition is part of the reason 
average person even knows of the race, as the Mikin are a rather 
small population. 

Few have negative things to say about the clans that pass 
through, given that they often arrive bearing positive energy, 
song, dance, and gifts of food or trinkets from farther off lands. 
Even the Archons don’t seem to mind their intrusions and allow 
the catfolk to pass through the Wards, so long as they don’t try to 
tamper or interfere with things. 

Their impact can be felt as far as Sahin though their unique 
musical style and instruments. Easily replicated by the nomadic 
tribes, instruments such as darbuka or oud can be crafted from 
materials found in the desert. 


LIFE AMONG THE SIIVAPA 
Those raised in the matriarchies are likely to have developed a 
vastly different outlook on the world than the average Searan. 
Their most common faith teaches a way of acceptance and 
encouragement, and their evaluation of various community tasks 
don’t focus on fame nearly as much as other mortal nations 
might. Warfare, craftsmanship, and providing for your own are all 
things that are assumed to be necessary, largely avoiding 
thinking similarly to humans who idolize specific craftsman or 
war heroes. Instead, the focus is put onto the leaders. Should a 
leatherworker create something of master craft, the praise is 
placed upon the teacher. 

As this general outlook is applied to every other aspect of life, 
a Silvan’s way of life can be different. Caring and providing for 
others is a responsibility given to anyone who can, and thus no 
praise is given to those who do so. Their culture emphasizes 
decisions, with the long-term consequences of every individual 
decision being the initial focus. It’s for this reason, the short- 
sighted nature of many of their cultural values and personal 
priorities, that the Mikin often have difficulty merging into 
human societies. 


LASUDAN 


The northernmost and most populated region of what was once 
Lasulan is now Lasudan. It holds many savannas, tribes of Mikin, 
and plenty of historically relevant remains of Ward. 

Tropical and rain-heavy forests make up the majority of this 
land, with humid savanna covering the remainder. Thick forests 
line the most of its southern border, while the western and 
northern edges are blocked by mile wide waterways. 


THE APHENTINE VW arp 


Estimated Population: 1,000,000 
Racial Demographics: 95% Lasun Human, 5% Other 
System of Government: Autocracy 


Home to the world-renowned Aphentine Network and the 
historic city of Core, Aphentine is one of the most influential of 
the Archon Wards. Due to this, the people of Aphent all live 


relatively upper-class lifestyles. The network itself brings in 


D4 The Lands of Sear y) 


Perilous Bridge by DannitoLVL © Silver Crown Publishing 


plenty of revenue due to the service’s wide-reaching nature and 
the many bonds employed across the shell, tirelessly working to 
keep it both operational and efficient. 

Aphentine’s borders are made up of deep and humid jungles 
separated by long reaching spans of savanna, and cover Lasudan’s 
south-eastern corner. These lands do not solely belong to Aphent, 
however. Within the jungle reside beasts of legend and exotic flora 
and fauna almost unheard of in the rest of the world. Local myths 
tell of giant apes as tall as trees, packs of brutal hunting cats 
cursed with special magic, legendary birds that rivaling the size 
of dragons, and more. 

The people of Aphent are also some of the most content 
within the Wards. Once they’ve completed their basic education 
by the age of eight, Aphentine assigns each of his bonds a role 
based on their natural talents. Bonds are then trained to be 
experts of their craft before they turn sixteen. Though many 
outsiders see this as inhumane or tyrannical, the Aphent people 
seem grateful for the Archon and the care he provides to their 
community. 


THE APHENTINE NETWORK 
Each Archon is known for an arcane specialty, and Aphentine is 
no exception. His unique and boundary pushing discoveries 
within the magical school of conjuration, specifically when used 
to transport people and objects, are unmatched even by the 
ancient dragon civilizations from before the Great Flood. These 
leaps in the field have led to the creation of what he calls the 
Aphentine Network, a series of stone gates that conjure portals 
which link to one another and interconnect the Wards as a whole. 
There are dozens of Aphentine Ports within key locations and 
capital cities across all six wards. These ports are stocked with a 
number of special Aphentine Gates, stone magical devices which 
are encoded with special runes to link to one another. These gates 
are used by those who can afford them to expediate travel and 
move expensive goods long distances without risk of robbery or 
other wandering danger. 


Bult on REMNANTS 
Aphentine’s capital city as well as several of its larger settlements 
were built on the ancient cities of what once was Ward. Tall stone 
structures with dated architecture and crumbling foundations are 
common and popular historical sites for many, Aphent or 
otherwise. Though many of these have turned to ruin and been 
made an attraction, others are refurbished consistently. The 
majority of Core’s city center is made of 
refurbished structures older than many of the 
Archons themselves and are considered 


A BRIEF NISTORY: LASULAN 


Long before central Sear was split into the three regions, the land 
was known as Lasulan. 

In wake of the first centuries of human development, dozens 
are tribes began to come together. They quickly learned how to 
overcome obstacles they could not do as individuals and founded 
Ward on that principle. In tandem, the seven founding human 
tribes constructed their first cities, farms, and homes. Ward 
remained a beacon of peace, contrasting the rampant conflict 
plaguing the rest of Searan in the decades before they encountered 
Avana’s dragons. 

After surfacing in Avana, the emerged dragons made their 
way to Lasulan and offered to teach the humans. They extended 
claw to each of the clan elders, who made up the Archon Council 
at the time, and offered them the tools to their people’s 
prosperity. The council agreed, going with a silver dragon called 
Zakk’ heir to the top of Sear’s tallest mountain, and remained 
there for nearly a decade. 

When the Archons returned, they stood before their people as 
gods, wielding powers unlike any human had seen before and 
claiming to know the world in ways only the gifted could 
understand. With their new power, they expanded Ward, each 
taking a region for themselves. In time, Ward would become 
known as the Wards. Lasulan was divided by borders and 
allegiance, splitting the lands as Lasudan, Lasulio, and Lasuvei. 


priceless by many who care for the historical 
significance. 


THE City OF CoRE 

Core is Aphentine’s capital city and the crown 
jewel of the ward. It retains the same name it 
was given centuries ago by Ward’s old human 
nation. Aphentine himself takes residence in 
the city, which holds the Aphentine 
Network’s main port. 

The city is popular amongst history buffs 
and bonds who hope to be assigned the 
lucrative professions available. Portal 
engineering is the most sought-after 
profession in the ward, and those granted the 
position are relocated to Core and receive 
guidance from the experienced engineers. 

Nearly half of the ward’s population is 
located in Core. Though the city itself only 
spans a few miles across, farms and rural 
housing connected to the settlement expand 
outwards in every direction. 


LiFE IN APHENTINE 

A bond fortunate enough to be raised in 
Aphentine has a generally better quality of life 
than those living in wards governed by more 
controversial Archons. Children are placed 
within the education system at the age of four 
and assigned their role in life by the age of 


eight. They spend the remainder of their development honing 
their skills. Once out of this system, a bond is left to their own 
devices unless there is great demand for their specific profession. 
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Immigrants to the ward are subject to a series of tests and are 
placed in a temporary adjustment home for the first year of their 
residence. Afterwards, the new bond is assigned their role based 
on talents, returned to school if needed, and are treated as any 
other bond. The Aphent people are some of the least affected by 
other nations’ pessimistic attitudes. They receive little non-bond 
tourism and receive education focused on the good deeds 
Aphentine has done. The average Aphent person is likely to 
disregard the negative information as unimportant. Those in the 
majority of the Wards are unfamiliar with any system in which the 
Archon doesn’t make decisions for them. 


Tue Crry oF DRAPES 


Estimated Population: 10,000 
Racial Demographics: 50% Mikin, 20% Human, 30% Other 
System of Government: Autocracy 


What initially began as a wandering tribe of Mikin has grown to 
become the City of Drapes. Known to many as simply ‘Drapes,’ the 
massive traveling city is home to all walks of life. It moves for nine 
months of the year, but always returns to the Osaosa Oasis in 
summer months. There, they welcome newcomers and open 
themselves to trade with the rest of the Searan people. 


SILVAN ORIGINS 

Founded roughly a century ago, the City of Drapes found its start 
under a matriarch named Amira Osaosa. Having believed that the 
journeys taken by the Silvan were some of their most impactful 
and important times of their lives, she took her people and began 
to move, starting a never-ending journey. 

Her people believed in her judgement and decision and 
followed, but unlike most other Silvan tribes, this wandering 
group would not end up back home. This inspired many to join 
them, slowly expanding the group until it become a moving ocean 
of canvas, eventually earning the title of the City of Drapes. 


THE PATHCHASERS 

The city and its residents don’t wander aimlessly during the 
traveling months. Instead, they follow the trail set by a group of 
matriarch-chosen special guides called Pathchasers. These 
talented rangers plot the months-long journey weeks in advance. 
They account for harsh weather, the migration paths of 
predators, and much more as they carefully guide the city, all 
while ensuring they don’t return to the same location within a 
quarter-century of the last visit. 


LIFE IN THE City oF DRAPES 

Being raised within Drapes allows for a life focused on self- 
expression and growth, with some of the communities’ core 
values being self-reflection and improvement. Its people are 
taken care of in a way not unlike the methods by the dragons of 
Eta’vana, but with a required return from those who accept this 
care. The role of each Draphiis do what they can to care for others, 
as they will be treated the same way. 


THe DECHLAN VV ARD 


Estimated Population: 800,000 
Racial Demographics: 65% Lasun Human, 20% Wild Elf, 15% Other 
System of Government: Autocracy 


Known to many as the Castle Ward, the Dechlan Ward has the best 
defenses of them all. The Archon’s fascination with architecture 
and design has left his lands littered with his creations. Similar to 
Aphentine, the Dechlan Ward is one that consistently works with 
the other wards, either politically or economically 

Bonds in Dechlan are tasked with normal societal jobs, as 
their traditionalist Archon has made public his dislike of a world 
run by automatons. The bonds take on roles much like ones of a 
freer society, such as learning a trade or continuing their family 
business. The only exception are the settlement maintenance 
teams, who are handpicked by the Archon to look after his crafts 
and constructions. Those on the maintenance team utilize either 


their military training to protect the creations from potential 
invaders or their expert masonry to keep them pristine. 

As an ally, Dechlan doesn’t provide much to its neighbors in 
terms of trade, military or production. However, the Archon 
makes up for this with his expertise in architecture and 
specialization in fabrication. It’s the Dechlan Ward where the 
great Aphentine Gates were created, as well as some of the 
Nichelas Ward’s more twisted aspects. 


INCREDIBLE FOUNDATIONS 
While the majority of the Ward bonds reside within homes they or 
their families have built, the bonds of Dechlan have a special 
luxury. Dechlan has developed and expanded in an efficient and 
long-lasting way. This allows his bonds to have houses where 
repairs are taken care of or provide new homes if required. 
Homes in Dechlan are equipped with state-of-the-art 
utilities. Water tanks collect rain and recycle the water for 
showers and running taps, and insolated walls keep the home’s 
temperature regulated. These features, and much more, are 
unfamiliar to the rest of Sear. 


Te Utopia PLATES 

The Utopia Plates, one of Dechlan’s greatest works, are magi- 
technological marvels and the most sought-after places to live 
across all six wards. They are floating cities with a radius of a mile 
or more, with an interior infrastructure efficient enough to 
provide for a city four times its size. Each plate has the ability to 
sustain at least one hundred thousand people. The Utopia Plates 
are a paradise staffed with hundreds of specially trained servants 
called fauna, who each have their own role within the community. 

The fauna are unique, in that they’re made up of mostly 
human volunteers who reside in the plates’ interior. They wear 
special masks that reflect their roles in the community, such as 
rodents for waste control or birds for delivery This interior is 
known as the Wild, and it is where the fauna work, live, and in 
many cases, where they were raised. Those who spend time as 
fauna, residing in the plates’ interior, have the opportunity to 
earn a future with a level of luxury second only to the Plates. 

To earn a spot on one of the plates, the candidate must pass a 
series of personality tests designed to keep the communities’ 
peoples’ personalities resonating with each other. The layouts are 
carefully crafted, even detailing which room the citizen will live 
in. Dechlan takes pride in having constructed a utopian system 
populated with, what he believes are, perfect people. 


Decut LorpsHirs 

Much like with the Utopia Plates, Dechlan is dedicated to crafting 
complex and infrastructure, and societies to reside within them. 
The Archon has created a number of settlements across his 
territory, giving ruling power to talented applicants. Those who 
manage to run their settlements successfully get to keep them and 
begin a path towards earning a spot on the Utopia Plates. 

Each of these lordships function similarly to the Archon 
Wards but on a much smaller scale. Each Dechi lord rules upwards 
of ten thousand acres of land based on their success and talent. 
It’s not uncommon for these lords to have small conflicts. In rare 
cases, lords have taken over and occupied a region that belonged 
to another, likely killing the previous ruler in the process. 


LiFe IN DECHLAN 

Many believe Dechlan can compete with Aphentine for the best 
ward to live in. With the security that comes with living in 
Dechlan, it’s no surprise that his ward has loyal and hardworking 
bonds. They are dedicated to the improvement of the lives of 
everyone around them as well as the generations to come, making 
Dechlan’s bonds very valuable. 

As one grows up in the ward, they’re likely to form a strong 
admiration towards the Archon, given that his likeness is used for 
a large number of monuments and constructions. His people treat 
him as they would a king or hero. 


Tue NicHELAS VV arD 


Estimated Population: 400,000 
Racial Demographics: 95% Human, 5% Other 
System of Government: Autocracy 


Regarded as the most alien of the Wards, as well as one of the 
smallest, Nichelas is known for its ever-changing social 
dichotomy and incredibly volatile way of life. Archon Nichelas 
considers his ward a menagerie and a show, and those 
unfortunate enough to live on his land know this well. 

Despite his odd outlook and abhorrent treatment towards his 
bonds, many choose to live within the ward and remain there for 
generations. This is due to the unique class system implemented 
by the Archon called the Hierarchy of Survival. 


THE HIERARCHY OF SURVIVAL 

During the early years of Nichelas’ rule, things were much less 
orderly than they are now. His bonds underwent the suffering 
caused by his tests and creations with no reward, and no 
understanding as to why. As time went on, he would begin to 
reward bonds who survived for longer periods of time and 
eventually form a system for this reward. 

The Hierarchy of Survival’s concept is simple. Bonds begins 
at the bottom of the social hierarchy, being given difficult and 
labor-intensive responsibilities with low quality living 
conditions. Communities are then subject to various dangers, 
from magical weather to hordes of monsters and more. For every 
test a bond survives, their lives improve, and they progress up the 
hierarchy. Not everyone is fit for the life of a bond, but that 
doesn’t stop the generations of people from believing it to be the 
way of life they’re meant for. This system also attracts specific 
kinds of individuals to the ward. Bands of monster hunters, 
criminals, and con artists who came looking for a route to the 
upper-class lifestyle make up the majority of those who willingly 
move to Nichelas. 


PoLiTIcALLy EMPLOYED 

Not a single one of Nichelas’ tests are without purpose. He is 
always working on his next spellcasting innovation or 
progressing the construction of enchantments or monstrosities. 
However, not all of these tests are for his own benefit. Many are 
meant to push the boundaries of every Archon’s creation. 
Dechlan's designs, as well as experimental portals from 
Aphentine, are often first tested in this ward. 
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Lire IN NicHELAS 

Those born in this ward have a much different life than those who 
came by choice. A child in Nichelas is taught from a young age that 
survival is key. The ability to remain a resilient and talented 
member of the community, with swift reflexes and above average 
problem-solving skills, is essential for the success of themselves 
and every member of their family. 

People born outside the ward are rarely ready for the 
onslaught of unnatural threats that will undoubtably come their 
way, no matter the life they may have lived. Very few places in the 
world can truly prepare someone for the chaos a Nichelas bond 
faces every day. 


LASULIO 


This region is the central strip of Lasulan, reaching from the one 
ocean to the other. It’s made up of savannah that, in many cases, 
span dozens of miles uninterrupted. Lasulio houses some 
peaceful human nations, with a smaller supply of natural 
resources than the mountainous regions of Lasuvei in the south 
or the northern rainforest of Lasudan. 

The few forests scattered around the landscape are often dry 
due to the lack of rain, contrasting the tropical nature of similarly 
sized forest stretches to the north. These lands are inhabited by a 
large population of fauna who thrive in the wide open and warm 
conditions, such as elephants, lions, and zebra. 


THe MorrAGAINE VV arp 


Estimated Population: 400,000 
Racial Demographics: 80% Lasun Human, 10% High Elf, 10% Other 
System of Government: Autocracy 


The western half of Lasulio is ruled by Archon Morragaine, an idol 
for bonds and tourists alike. Known as the Mage Queen, 
Morragaine has historically kept her ward as free as possible, not 
interfering with her bonds lives and using her magical talent to 
protect the communities, establish strong borders, and uphold 
the laws of the land. 

The ward is broken up into two halves, each with its own role 
and lifestyle. The halves are separated by a long line of mountains, 
spanning from the miles-wide river that marks the northern 
border. The western half of Morragaine is mostly made up of long 
stretches of savannah. In the savannah are roads that connect the 
widespread farmland within region to the remainder of the ward 
and the mining cities sitting on the shell’s edge. These mines 
provide a vast majority of the ward’s resources, as miners strung 
up by thick rope and metal machinery scale the dangerous shell’s 
edge to reach deeper into the earth than most quarries could in a 
lifetime. 

The eastern half of the ward is predominately comprised of 
forests that connect the ward to the northern lands of Lasudan 
and to the Nichelas and Aphentine Wards. Though less populated, 
the settlements in this region are vital for the ward’s survival. A 
greater part of the ward’s internal fruit and lumber sources come 
from the mills that are built in this area. 


MUNDANE AND PEACEFUL 

Where many of the Archons utilize their magic in every aspect of 
their bonds’ lives, Morragaine has a much different approach to 
rule. She keeps magic and its involvement in their society, 


educating her people to allow them to make an informed decision 
on whether that’s the life they want. 

Morragaine is as careful politically as she is with her people. 
She has committed few transgressions against the other Archons 
and makes a point to avoid coming to blows with anyone unless 
absolutely necessary. The only exception in the ward’s history 
was during the founding of the Marquis Dominion. Morragaine 
famously sent hundreds of her knights to assist the young 
Marquis Maddan in safely escaping Archon Hepent’s territory. 
Hepent has been at odds with Morragaine since, but the personal 
disagreements have yet to bleed into any political decisions or 
sanctions. 


THE Dukes oF MorraGaINe 

During the early years of the ward, Morragaine delegated control 

of a number of large regions to six individuals with trusted 

judgement. These people were known as the Dukes of Morragaine. 
Since taking their positions, five of the original individuals 

have passed away, and their replacements have always been 

chosen by the five other acting dukes. 
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THE GODLESS OF LASULIO 


The bonds of Lasulio are infamous for denouncing 
standard outlooks on theology and replacing those 
religions with a faith of their own. 


THE YUZERITE PHILOSOPHY 
Atheism, The Yuzeric 


Holy Symbol: A silver laced glove or covering worn on left [& 


hand, paw, wing, or other equivalent. 


Yuzerite teaches his people that concepts of theology, 
religion, and faith are incorrect conclusions formed by the 
ignorant generations before them. He believes that the 
worship aspects of standard faith are unnecessary and 
proves this with his mastery of divine magic through 
replicating the special ways it is learned without dedicated 
himself to a religion. 


In addition, he teaches this gift to his disciples, looks after 
the bonds of his ward like family, and teaches his people to 
not only value the physical more than the spiritual, but to 
value themselves above any cosmic concept they may 
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encounter. 


Lire IN MorraGaine 

The life of a Morganite is much more self-aware, in the politically 
aware sense, than the average bond. Morganites are educated on 
the practices of the other wards as well as the Archons’ long 
history with the rest of Sear. They are taught that they are lucky 
to live in a place where their Archon allows them freedom and 
empowers their choices as people. 

Many are thankful that their lives are in their own hands, but 
others relocate in their adulthood to other wards to pursue more 
lucrative careers or lives of adventure. 

A point of contention within the ward is the conflict between 
Morganite bonds and the dragons of Avana. Western Morragaine 
borders the southern edge of Eta’vana, specifically Isle Soraa. 
Motrragaine’s dislike of the dragons of Avana, and their effects on 
Sear, is evident throughout her rule. These opinions have slowly 
bled into her peoples’ consciousness, creating a culture of anti- 
dragon xenophobia and hostility. A war has never been formally 
declared between the two powers but there are so many recorded 
conflicts along the border that it could be confused as such. 


THE YUZERITE VWV/arp 


Estimated Population: 200,000 

Racial Demographics: 60% Awakened Beast, 35% Lasun Human, 
5% Other 

System of Government: Autocracy 


Being the second smallest ward, many ignorant or mislead 
outsiders underestimate Yuzerite’s power and influence. The 
ward is one of the most unified, with the Yuzeran people staying 
by choice and following Yuzerite as if he were a deity. 


THE GODLESS ONES 

During the first few decades of his rule, Yuzerite made it clear that 
his territory was not for his bonds, but for him. He built a tower in 
the center of Salurandril and claimed the city all his own. 

When the people of the city came to the tower and asked the 
Archon about the structure or his plans as a ruler, he was silent. 
He remained in this state, never leaving his tower, for nearly two 
decades. When he finally emerged, he introduced a number of new 
ideas to his people. Many claimed he was mad, but those who 
believed in his teachings remained. 


THE Rive oF RETURN 

A core belief in the Yuzeric teachings is the abandonment of 
physical significance. The body you're born into is no more 
important than any other body. This idea is central to the ward’s 
culture. They integrated in with the Archon’s magic to perform a 
ritual called the Rite of Return. The concept is simple. At a young 
age, a person undergoes a number of special spiritual tests to 
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determine what aspect of society they would excel in. Then, their 
soul and consciousness is removed from their body and placed 
within one of an animal better fit to perform the task. 

This ritual has been performed on more than half of the 
population, with sapient horses carting people between cities and 
intelligent birds delivering messages. Animals make up so much 
of the population that some travelers can make their way across 
the ward without ever seeing another human, even while passing 
through towns and spending nights at inns or taverns. 


LiFE IN YUZERITE 

The people of Yuzerite live in service of their Archon. His 
teachings and gifts make him an icon to be revered, and there are 
few residing within the lands that see him as otherwise. He 
blesses those who follow his words with prosperity and safety 
within the borders of the ward, and his philosophical reach 
stretches as far as the region’s westernmost savannah. 

Childhood within the ward is spent in anticipation of the 
testing week, which follows a person’s tenth birthday. It’s during 
this time where a bond is offered the opportunity to undergo the 
Rite of Return. Once the rite is done, they are normally moved toa 
location better accommodating for their new form. 

Whole villages within Yuzerite are constructed with this 
lifestyle in mind. Towns with populations primarily made up of 
hunting cats are built in the savannah. Size differences in houses 
built for those who’ve taken the forms such as birds or rats are 
also common. A Yuzeran is used to the intermingling of the 
awakened bonds and the humans whose lives are best suited to be 
lived in their original bodies. 


LASUVEI 


Once ruled by two Archons, Hepent and the now deceased seventh 
Archon Jaxiete, Lasuvei covers the southern quadrant of Lasudan. 
It borders both the forests of Levin to the southwest and the 
frozen wastes of Isaa to the southeast. Since Jaxiete’s passing, the 
Archon Hepent has remained in sole control of the mountainous 
region and continuous to attempt to expand past it. 


Tue Herent Warp 


Estimated Population: 1,900,000 
Racial Demographics: 75% Lasun Human, 5% Risen, 20% Other 
System of Government: Autocracy 


Hepent is, without a doubt, the most controversial of the Wards. 
It also happens to be the most influential. Hepent is a land 
efficiently planned by the Archon and managed by his most 
trusted. The region itself is split into North and South Hepent. 
North Hepent houses the Archon in the mountain city of 
Vaedragor, as well as the headquarters of the Defense and 
Management cores. The Efficiency and Workers Core, meanwhile, 
have their headquarters located in South Hepent. 


LAND OF THE KINGSLAYER 
When the Archons returned to their people and began their 
reclamation, there were numerous clashes between them that 
shaped their world for centuries to come. Despite this, one 
conflict stands out among the rest. 

During the year 378, the Archons Hepent and Jaxiete met in 
the small mountain village of Vaedragor to discuss the 
distribution of land and draw borders. Jaxiete offered to split the 
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land along the rivers which, while fair in theory, would bisect a 
large portion of the land that Hepent’s people already occupied. 
In what would go down as one of the most significant 
disagreements in history, the confrontation soon developed to 


combat. Jaxiete is said to have made an attempt on Hepent’s life 
and, when he failed, the furious Hepent wasted no time 
unleashing his undead army on Jaxiete and any of his bonds loyal 
enough to resist. 

This event was centuries ago, and few who lived through it 
remain. Those who can recount the battle describe attacks from 
armies in the upwards of a thousand, made up of soldiers who 


could not feel pain and could not die. The people of Jaxiete had no 
choice but to bend a knee to Hepent. 


TuE Four Key Cores 


Archon Hepent has delegated the responsibilities of the ward to 
four specific organizations called cores. Each core oversees a 
number of important aspects of that keep the ward thriving and 
the bonds within it safe and content. 

Workers Core. This core is tasked with overseeing the physical 
labor required to keep the ward running smoothly and filtering 
out those better fit to join the Defense Core. The Workers Core is 
also in charge of enforcing the age of conscription, which 
averages around 40, though the exact year of age changes with 
leadership. Since the beginning of Hepent’s rule, the ward’s 
military and labor forces have been primarily composed of the 
undead that remain preserved and free of decomposition. These 
undead are allocated between the management and defense cores 
to be prepared for whatever duty awaits them. 

Management Core. As noted previously, the Management 
Core is in charge of high-level management of workers and 
resources. The core is the smallest of the four due to the high skill 
required to be a member. Each bond within this core must have 
mastered the simple magics required to command and control the 
undead that make up both soldiers and laborers alike. They must 
also be trustworthy and loyal enough to risk teaching the rare, 
coveted skill. 

Efficiency Core. Where the Management Core is in charge of 
the direct management of production, construction, and 
expansion, the Efficiency Core manages the planning of city 
layouts, the location of new settlements, the directions of 
expansion, as well as the resources allocated to each task. 

Defense Core. The most notorious of the four cores is the 
Defense Core. They oversee the military and defense of the border, 
as well as lead expansion efforts. They are in charge deploying 
military units and training the forces themselves. While the 

leadership of the ward’s military is generally made up of living 
people, the vast majority of ground soldiers are undead, crafted 
with rituals designed by Hepent himself. These magically 
animated cadavers are some of the most formidable warriors to 
plague the shell, the most powerful of which can stand up to 


dragons and even surpass them in areas such as resilience and 
destructive potential. 


Lire IN HEPENT 


As is consistent throughout every ward, the bonds within Hepent 
are thankful to their necromantic overlord. While he is one of 
most aggressive, expansive, and arguably tyrannical of the six 
Archons, his people remain loyal and obedient. He provides any 
needed amenities and, due to the methods used to create the 


majority of the workforce, a bond will rarely find themselves in a 
profession they are not passionate about. 
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Strong efforts have been made to keep the people of Hepent on the 
side of their Archon, with care and attention given by the 
management and efficiency cores to ensure the people of the ward 
continue to keep at least a neutral, preferably positive, view on the 
nature of undead and the conscription system that allows the 
ward to progress at the rate it does. 


SOUTHERN REGION 


Remaining mostly disconnected from the politics of the Archons 
and dragons, the people of southern Sear have managed to keep 
their homes almost entirely untouched by the Archons’ greed due 
to the natural border created by the dangerous creatures 
occupying it and the harsh weather. 


BLATHADA 


The long, green strip of land bordering Young Lake and the shell’s 
edge is known by its residents as Blathada. The area inhabits the 
small folk native to the mainland, as well as the lizardfolk of the 
lake’s center island, Testifaria. Blathada is the only region where 


forests border the shells edge. This is due to the frequent rain called Halfhill. These cities are each their own independent 
rolling in from Avana, creating a humid maritime environment. community and, though they all work in tandem with one 
The lake itself is linked to a complex network of rivers that another, have various unique leadership styles and cultural 
connect to the Nya’zin ocean. aspects. Halfhill is made up of primarily native residents, with the 


small folk native working in tandem with the lizardfolk from 
Testifaria to create a society free from squabble and war. 


THE FREE CITIES OF HALFHILL 


, 
ee DHE OSMINGSReIDANCE 
Homes Bop ulation: he eae é During the first century after the Flood had receded, the halflings 
Ractaly ents ueryics: og” Halfling, 30%\Lizardjolk,10% Other and lizardfolk of the region took their first steps. They created 
System of Government: Oligarchy languages and tribes between themselves, but this community 
Nestled in the southwestern region of Sear, cornered by the Young only lasted a short time. Dozens of small conflicts slowly spiraled 
Lake and an extensive crack in the shell, is a collection of cities into something larger, with the many tribes in the area 


| THE FIVE GUIDES 


| Inthe earliest years after the Great Flood, the small folk of the west had begun to form small communities alongside the lizardfolk of 
| the region. To the east, the Isefolk and Sahina would begin to find their roots, forming the best homes they could from the wild lands 
they had happened to be born in. Over the years, the communities have changed a lot, developing and expanding upwards. The most 
| influential factor shared between regions was the existence of beings who called themselves the Guides. 


FUILLISM 
Polytheism, The Fuillic 


The Guides are five beings who took many forms and aided the people in overcoming many of the initial challenges they faced. The 
Guides, unlike many similar beings, are not worshiped as gods are. They are followed and learned form. Their stories are shared 
between generations, and while many find loyalty or reverence towards the guides, the closest thing they have to a church are shrines. 
There are numerous depictions the Guides, though none of them are considered the “correct” vision. 


Holy Symbol: Those loyal to the Fuillic Guides often have one or more specific Guides that they resonate with. Each Guide is represented 
in a different way and can drastically change depending on culture. 


First Guide of Acceptance Second Guide of Community Third Guide of Caution Fourth Guide of Recovery Fifth Guide of Might 
| Often represented with Often represented with Often represented by a Not commonly Often represented with 
the worn petals of bright two yellow hexes said to gray colored cat or an represented but is very complex tattoos or a brass 
colored flowers. resemble his eyes. obsidian stone ring. often paired with Akari. and copper coin. 
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ceaselessly fighting with one another. Few had hope that an end 
was in sight, with each community echoing their own notions of 
who was and wasn’t evil. 

This cycle of war and loss continued for a long time before the 
Guides arrived. Two specifically, named Akari and Oniron, made 
efforts to intervene. They carefully spoke with each community 
leader and put special care into ensuring long-lasting peace. As 
they managed to successfully quell a number of conflicts, they 
began to teach, with the assistance of Vocat and Caeda, the people 
of Halfhill how to truly work together as a community. They 
helped them establish their governments and create fair rules 
that everyone was happy with. The people of Halfhill managed to 
craft a world where they and their families no longer had to fear. 

Nowadays, the people of Halfhill remain at peace, with the 
leaders of the five free cities gathering in the largest to discuss 
future plans, as well as decide how to respond to foreign politics. 
With each generation, the conflicts outside the region’s borders 
draw closer, but the cities have made careful effort to keep the 
Marquis Dominion as an ally. 


THE ISLAND OF TESTIFARIA 
The island sitting at the center of Young Lake is Testifaria, a land 
without developed civilization for as long as history in the region 
has been recorded. The island itself is the homeland of the now 
civilized lizardfolk currently residing within the cities of Halfhill. 
Not all lizardfolk embraced this way of life, however. Many of 
the lizardfolk communities rejected the opportunity during the 
region’s years of growth, choosing to disconnect themselves from 
the people of the mainland. Since then, the island has been labeled 
a land of danger, but the rumors vary in severity. Stories have 
spread of the island’s treasure kept hidden by the Testifarian 
tribes, though some say that an explorer would be killed before 
even reaching the beach. 


THE Five Cities 

Halfhill is the name for the collective territory of the five cities 
that make up the entirety of the democratic republic. Each city has 
its own elected representative and its own voting power at the any 
mayoral meetings. Mayors are all elected entirely on popular vote, 
with no one vote having more or less power than any other 
individual. Each city has its own laws and systems, which don’t 
always align with the others. 

The City of Annet. Annet is the southernmost city, and one 
that interacts most with outside nation and powers. The people of 
Annet are known for their discoveries and innovation of magic 
and technology. This is likely due to their scholars and explorers 
being funded the resources required to venture out into the world 
and record what they learn. 

The City of Gretta. Sitting along the coast at Halfhill’s 
northern edge is Gretta, a city known for the Hall of Divicia, one 
of Southern Sear’s largest theaters. Having existed without an 
identity for the greater part of its existence in Halfhill, it wasn’t 
until a mysterious Mikin woman arrived over a century ago that 
the city changed its course. She introduced the people to music, 
theater, and art, and was eventually elected mayor. She did her 
best to encourage the sharing and teaching of art and culture. 
Since her passing, the city seems to remain on that path. 

The City of Hislilan. Located in the southern tip of Naio Island 
on the lake’s western edge is the port city of Hislilan. It provides 
the majority of the region with fish and connects it to the rest of 
the world via the many rivers leading towards the mainland 
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oceans. Hislilan was the only one of the five cities to be founded 
by Lizardfolk and is the predominately populated by them. 

The City of Ulan. The largest of the five cities, Ulan has 
effectively made itself the unofficial capital of Halfhill. Mayoral 
meetings are located in the city, as is the only large higher 
education school. The Grand Georgie University is regarded as an 
ideal place to be for those wanting to learn an instrument, craft, 
or trade skill. This city is also home to the famous White Petal 
Park, the last place the sibling Guides were seen before they left 
Halfhill to its own devices. 

The City of Yolka. This city is the agricultural heart of Halfhill, 
located in the center of the most open and fertile area in the region 
and accessible by both land and water. While not the largest in 
population, Yolka has the most territory. A network of farms 
spans for miles from the heart of the city. 


LIFE IN HALFHILL 
Life in Halfhill is simple; mundane problems like sickness or 
money are all that complicate it. Few desire to travel away from 
their secluded homes and risk the dangers outside the borders. 
Those that do leave are quick to find that they’ re not the first. 
Over the years, halflings have left their homes in search of 
adventure or excitement. Though they may be a minority, the 
small folk of Blathada have managed to anchor themselves into 
the lives of neighboring regions over the years. The city of Ciala 
has thousands of Halflings within it, and many wards have quite 
substantial halfling populations. 
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ISAA 


The south-eastern region of Sear is known as Isaa and is home to 
the infamous warrior clans of Vinterlan. Despite the harsh, cold 
environment, humans of the region have adapted to thrive. 

Miles beneath Isaa’s surface live dozens of colonies of giants. 
They’ re similar to the giantkin of Jattanen but have little contact 
with the surface. The giants only leave their subterranean homes 
to conduct raids on the humans who dare try settle the region, 
with only the strongest succeeding. 


THE CLANS OF VINTERLAN 


Estimated Population: 120,000 
Racial Demographics: 99% Isefolk, 1% Other 
System of Government: Oligarchy 


Over their few generations, the humans of Isaa have developed a 
system that separates the weak from the strong, granting those 
with power the opportunity to lead and seize their desires without 
contest. From a young age, their people are raised to value 
strength and martial skill, and not without good reason. For as 
long as the people of Vinterlan can remember, they’ve been at war 
with the giants below. The Isefolk have created special techniques 
that allow them to hold their ground with these giants and have 
designed distinctive weapons for that exact purpose. 


THE JARLS oF LANDAM 

The Vintlanic people are led by two figures known as the Black and 
White Jarls of Landam. Landam is the name of the region’s largest 
city, its walls holding some of Vinterlan’s most talented smiths 
and warriors. The two jarls oversee the land and lead the people of 
Vinterlan, while they each have their own qualifications and 
responsibilities. 

The Black Jarl is the pillar of strength. This status is achieved 
by completion of numerous grueling challenges left behind by the 
previous jarls, with each new Black Jarl contributing their own 
addition. The Black Jarl is responsible for overseeing the clan’s 
war effort with the giants. 

The White Jarl’s strength lies in the brain. White Jarls are 
chosen by their community by vote between individual clan 
leaders throughout the region. They are a politician in many ways; 
White Jarls represent Vinterlan when communicating with other 
Searan powers and largely fill the role of strategist during times 
of war or surface conflicts. 


LiFE IN VINTERLAN 
A Vintlanic child has their will honed and tested when they reach 
the age of five, with children accompanying their clan’s hunters 
on every birthday proceeding. These hunts are distinctive in 
which the child is armed and given the opportunity to act without 
guidance. While it is common for children to get hurt or even 
killed during these hunts, those who claim the lives of prey are 
praised as future warriors. There are even folktales of special 
cases where the children were known to fell giants. 

The hunts become monthly by the age of 10 and weekly at 
15. Every child is raised to follow this sole path until they reach 20 
years of age, when they are able to choose their futures for 
themselves. 4 in 10 Isefolk grow up to be hunters or warriors and 
the rest that failed to excel are left to the remaining jobs such as 
doctors or craftsfolk. 
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The Vinterlan people and their way 
of life is rumored to have been shaped by 
their early encounters with the guide 
Aldis. Claimed to have trained the 
first of Vinterlan’s giant slayers, 
Aldis taught them the importance 
of strength in the cruel and harsh 
world they were born into. 


LEVIN 


Claimed by the famed Hero-Blood Houses of 
the Marquis Dominion, the land of Levin finds 

itself between the dangerous, unexplored waters of 

Young Lake, the Hepent controlled Shien Mountains and the 
dangerous and disobedient undead that wander the Shien 
Mountains, the harsh sandstorms of Sahin, and the barbaric 
Vinterlan Clans in Isaa’s frozen tundra. Given their limited room 
to expand, the first settlers to try to claim the land were a group 
of bonds. Lead by a Hepent man and assisted by Archon 
Morragaine, they managed across the mountains and down river 
to what would become the capital of their new home. 


Wortp Wonpber: CIALA’S BLACKSTONE VW/ALL 


THOUGH THE TASK WAS INCREDIBLY DAUNTING, AND ODDS OF SUCCESS WERE LOW, ‘NITHIN May 
LED THE INITIAL IsEVIN SETTLERS IN A HALF- DECADE FIGHT AGAINST BEASTS AND HUNDREDS OF LONG 
AND ARDUOUS TRIPS FOR THE RARE RESOURCE CENTRAL TO THE WALL'S CONSTRUCTION. MADE OF 
A RARE BLACK STONE CALLED 'GREED'S DEATH OR DRAGON'S ‘MARBLE, THE FAMOUS BLACKSTONE 
‘WALL IS NEARLY TWENTY FEET THICK AND RISES AT ITS HIGHEST TO ALMOST EIGHTY FEET ABOVE THE 
GROUND, CREATING AN IMPENETRABLE BORDER AROUND CIALA. 


DANGEROUS FRONTIER 

There’s a reason why those before 
Marquis Maddan couldn’t succeed at 
settling the area; Within Levin dwells 
an incredibly high population of rare 
and dangerous beasts. Seemingly 
unnatural hybrids of animals, such as 
winged hunting cats or bears with the 
tails of scorpions equipped with 
deadly venom, tip the odds of settling 


DRAGON'S ‘MARBLE IS NOTORIOUSLY HEAT ABSORBENT, WITH ITS GOLDEN VEINS TURNING A BRIGHT 
RED AS THE STONE SLOWLY ABSORBS THE HEAT OF ANY ASSAULT IT MIGHT TAKE. THIS HEAT TRANSFERS 


unfavorably. % INTO THE STONE, MAKING IT NEARLY IMPOSSIBLE TO TOUCH WITHING SUFFERING GREAT BURNS. THE 
Despite being classified as INTERIOR OF THE WALL IS ARMED WITH DOZENS OF LARGE FURNACES, WHICH ARE LIT BY THE WALLS 
monstrosities by the rangers who GUARD SHOULD ANY LARGE BEASTS OR FOREIGN FORCE ATTEMPT TO ENTER THE CITY 


have explored the area, these animals 
aren’t unnatural. They have long 
histories in folklore from Blathada to 
the furthest edges of Isaa. The variants that do exist have resulted 
from adapting to their environments rather than a mage’s 
influence. The people of Sahin and Isaa have learned how to 
coexist with the creatures that populate their homes for 
generations, but those of Levin haven’t had nearly as much time. 


the dominion’s capital city Ciala. Each of the Hero-Blood Houses 
has a head of the family, whether that be the eldest, most 
talented, or most valued member of the specific family and their 
beliefs. They discuss the events of the season, and come to 
agreements on resource allocation, political allegiance, issues of 
internal and external security, and any relevant issues. The 


THE Marauis DomINION council consistently cycles and, due to the nature of a Hero-Blood 
House, the People’s Council remains free of obstacles that tend to 

Estimated Population: 1,300,000 come with lineage-based monarchy. 

Racial Demographics: 75% Human, 15% Halfling, 10% Other 

System of Government: Oligarchy Tue Hero-BLoop Houses 


Integral to the dominion’s foundations, the Hero-Blood houses 
are a collection of groups, each with roots that lead to the 
dominion’s original founding members. There are nearly thirty of 
these houses, tip the odds of settling unfavorably. Each house was 
given control over a region during the dominion’s initial founding 
and have their own ruling methods. Council meetings have 
resulted in the moving of borders before, but the houses have 
largely remained in the same location since their formation. 

Land was divided based on each of the leader’s experience, so 
some houses control much smaller regions than others. The series 
of the five most influential houses, the Keys of the Dominion, are 
detailed as follows. 


The greater part of west Levin is claimed by Marquis Dominion 
and was originally a place for bonds who wished to escape the 
Wards’ oppression. Since then, many others have taken the 
journey across the shell to immigrate to this new community. 
Many unforeseen groups, such as beastfolk from the north in 
search of freedom, or families from Sahin and Isaa who wished to 
bring their kin to a less harsh environment, also attempted the 
journey. The Dominion itself is separated into various regions, 
each controlled by a different one of the Hero-Blood Houses. Each 
house controls the land it rules, but they all follow the People’s 
Council’s decisions. 


ab P , C House Maddan. This family was formed by Marquis Maddan, 
HE PEOPLE S COUNCIL the founding father of the dominion and the hero who travelled 
When the seasons change, a gathering of the People’s Council is all of Sear to build a land of freedom. House Maddan has remained 
called. This council is made up of the house heads and gathers in a powerful house as generations pass. Their house’s estate sits 
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within the capital city of Ciala. House Maddan also trains and 
commands the Blackstone Wardens, the strongest of all house 
militias. Though Marquis passed away a few decades after the 
dominion’s founding, his grandson now stands as the head of the 
house. 24-year-old Andre Maddan filled the position after his 
father perished in battle. Rumors have spread of his polarizing 
belief that House Maddan should be further rewarded and that the 
other houses should do more to defend the dominion. His 
insistence on readdressing distribution doesn’t only extend to 
resources, but to land. Many worry for the future of the house 
since neither Marquis, nor the son he fought alongside during the 
initial years of the dominon, remain in power. 

In the few years that he’s been in command, many believe 
Andre Maddan is making a conscious effort to separate his social 
relations from the other key houses, and substantially increase 
the standing force of the Blackstone Wardens. 

House Kaliil. Comprised of mostly mikin, those of house Kalil 
are the overseers of cultural growth within Levin, House Kaliil is 
rather popular among performative and visual artists alike. 
Formed by Miguel and Manali Kaliil during the early days of the 
dominion, the house seeks to spread influence and encourage the 
catfolk values of J’tett into the Marqain people. Today, House 
Kaliil maintains and manages the Manali Memorial Theater, built 
in honor of Miquel’s sister passing in battle against Hepent forces 
during the founding years. In addition to that, they are also in 
charge of planning and scheduling the quadrennial meeting of the 
People’s Council. 
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House May. Of the five key houses, House May has the most 
notoriety, second only to the crown house, House Maddan. It was 
founded by Nithin May, the mason who designed the Blackstone 
Wall and personally carved over a quarter of its entirety. He was 
the engineer who designed the wall’s defense system, built the 
initial prototypes, and had a personal hand in construction of 
every war furnace thereafter. His expert masonry earned him his 
fame, and architects across the shell aspire to reach his level. This 
has brought hopeful aspirants to the famed house’s doorstep. In 
his time, Nithin May turned away nearly every student to arrive at 
his house, accepting only one. 

House Norin. House Norin is one of few Hero-Blood houses 
originally of anon-human lineage. However, unlike House Kaliil, 
House Norin has diluted its original elven heritage over the years. 
The original founder, Ethanis Norin, remains in power to this day. 

He has been vocal in opposing ideals that go against the 
Marquis’ original ones, especially since Andre took up power. The 
house controls a substantial piece of land closest to the Hepent 
border. While the infamous Blackstone Wardens remain stationed 
in Ciala, it is House Norin’s Brass Dragon Infantry that holds the 
border. It has done so for more than a century, and the Brass 
Dragon Infantry is the single largest military force in southern 
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Sear. Those who live under rule of the house are raised with a 
militant lifestyle from the start, with Ethanis’ incredibly draconic 
approach to the utilization of human resources. He’s made a point 
to encourage the production of strong children and even made 
efforts to fund changes in residence, pushing foreign soldiers and 
those with less bloody aspirations further into the dominion. 

House Pendry. To an outsider, it strikes as odd that one of the 
key houses of the dominion is blatantly Yuzeric and encourages 
the distribution of the faith. Many of the original founders also 
had difficulty understanding when Marquis granted his oldest 
friend, Peter Pendry, the title of Hero-Blood and gave him his own 
seat at the council. Peter taught a version of Yuzerite’s philosophy 
that resonated with Marquis and a number of his people. 

During his journeys, Peter was able to detach the original 
Yuzeric leader from the faith and shift focus to the importance of 
the self. Teaching self-improvement and rational problem- 
solving would replace resorting to prayer and hope. The House 
Pendry variant of the faith is often referred to as Pseudo-Yuzeric 
by the Yuzeran themselves, but isn’t considered blasphemous, 
only misguided and ignorant. 

The house controls a small portion of land in the forested 
area of the dominion, and the Pendry Monastery for the Helpless 
is located at the center. It is renowned for its accommodating 
monks, who make every effort to do as Peter once had, and guide 
those in need down their respective paths of recovery, self- 
discovery, and growth. 


THE City oF CIALA 

The grand center and capital of the Marquis Dominion is built a 
few dozen miles west from where the River Phorasa meets 
Dominion Lake and is guarded by the Blackstone Walls standing 
tall and vigilant along its border. Ciala is acclaimed for its 
beautiful and masterful architecture, and for its history. The city 
was founded in the aftermath of the Pilgrimage of Marquis 
Maddan and is according to some, an impenetrable insult to the 
Archons and their rule. 

Despite its menacing exterior, Ciala can be a wonderful place 
to live. It’s become a melting pot of cultures over the years, with 
residents from nearly every ward, immigrants who’ve come from 
far off places, and those from nearby like Halfhill or of the 
Nomadic clans of Sahin. 

Ciala houses several structures important to the people of the 
dominion such as the Manali Theater, or the First Saint Pendry 
Yuzeric Temple. Being the oldest city in the dominion, it has 
witnessed many changes and events in history. 


ENEMY OF THE ARCHONS 

Since its founding, the Marquis Dominion has been regarded as a 
direct insult to the Archons, with Marquis Maddan having made 
every possible effort to undermine their way of life and turn their 
bonds against them. The Archons insist that their means of 
worker allocation and societal management is vital to the long- 
term success of a civilization, but the dominion directly tries to 
contradict that. 

The Archon most affected is Hepent. The founder of the 
dominion was born a Hepent bond, and it was the consequences 
of Hepent’s system that inspired the hopeful to stray. Given this 
history, it seems only fitting that Archon Hepent has been the 


most aggressive in his unwillingness to pursue any peaceful 
political action towards the dominion. Since its founding, the 
dominion struggles with legions of undead crashing against its 
border with no end in sight. 

Though much larger battles with the Archons have happened 
in years past, there has not been a significant conflict between the 
two political powers in over half a century. 


LIFE IN THE Marquis Dominion 

To a person born within the walls of the dominion, especially 
within the inner districts, life is good. They are born with enough 
to sustain them and protected by infrastructure that keeps out 
whatever could harm them. Public systems for historical and 
practical education allow for citizen to pursue their goals with 
ease and, with a sustained economy, there are few situations 
where a privileged inner citizen would need to concern 
themselves with stability. 

The closer one would get to the dominion’s borders however, 
the less support they will find. The eastern borders are laden with 
the wandering creations of Hepent, so the cities there raise their 
people in a strict and militaristic lifestyle. 

Those native to the western or southern border quickly adjust 
to a frontiersman’s way of life. Dangerous and territorial beasts 
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populate the outer regions, outnumbering the humans. This 
makes any form of trade from the center regions of the dominion 
exceedingly difficult. Settlements quickly learn to defend and 
provide for their homes. Due to the delicate relationship with the 
Archons, a citizen of the dominion wishing to practice the arcane 
would quickly be met with a harsh prejudice. The further from the 
capital city, the less common regulated education becomes. The 
risk of being accused or punished for practicing “dark arts” 
increases as well. 

The Marquis Dominion is new in the grand political playing 
field, making a Margain an anomaly. Many of the wards have been 
taught to consider the people of the dominion as threats. Should 
one be caught by the wrong group of bonds while traveling, they 
may suffer a rather rude welcome. 

Foreign perception aside, the majority of the dominion is 
happy and proud to live where they do. The dominion stands for a 
number of things that aren’t popular in the current age. Most 
believe they are citizens, not just the Marquis Dominion, but of 
the first civilization to truly embrace its people. 


SAHIN 


Well known in the south as one of Sear’s shield deserts, and one 
of the only two regions directly connected to Blathada by land, 
Sahin is home to the Sahina people and their web of special roads. 
The desert is prone to dangerous and volatile weather. Beneath 
the sands resides some of the most dangerous creatures known to 
the region. People living here to have developed unique forms of 
settlement due to their inability to safely settle into one location. 
The sands of Sahin are everchanging. Much like the tides of 
an ocean, the sands of Sahin change in elevation as drastically as 
in the dozens of feet in some areas. Sand-dwelling predators of 
the region often migrate in correlation with these flowing sands. 
Taller markers such as mountains or man-made stone spires 
constructed for navigation purposes have essential for travelers. 


THE Satin NoMApDsS 


Estimated Population: 90,000 
Racial Demographics: 80% Sahina Human, 10% Halfling 
System of Government: Anarchy 


Several nomadic groups traverse the deserts along predetermined 
routes of migration, paving roads in their wake and developing for 
their futures. These people, the Sahina, have called the desert 
home for generations and have worked alongside their neighbors 
in the east and west to develop complex, well defended societies. 

The nomads of Sahin are well known for their unique method 
of recording history, inscribing their stories along their roads as 
they pave them. The roads widen with each cycle, expanding their 
complicated past with every generation. 


Micration Patus 

Rather than developing defensive settlements or complex 
infrastructure, the Sahina created the concept of migration paths. 
Routes unique to each community guide people across the land, 
each cycle taking anywhere from months to years. These 
migration paths are marked by special roads paved by each 
community, with every cycle of the path widening and 
strengthening the roads. 

Each community has a particular way of paving their roads. 
The Dari tribe utilizes their shamans to the fullest capability and 
manipulate the heat of the desert to create an ever-widening road 
of glass across the sands. 

Every migration path is named after their tribe, though many 
roads are abandoned or forgotten due to the loss of a tribe. These 
unnamed paths are called dead roads and are considered bad 
omen. It’s said that for every mile someone travels on one, the lost 
community steals a year from their life, haunting the route they 
once called home. 


SPECIAL INFRASTRUCTURE 

To keep the civilization strong, most tribes create large platforms 
to grow food in or house the weak while traveling. They act like 
homes, the key difference being the large skis attached beneath 
them to allow tamed desert beasts to pull them along. Large, 
scaled, shark-like creatures that swim through the sand are 
native to this region, and are one of the more common choices 
when it comes to this task. 


LIFE AMONG THE SATIN 

It’s not uncommon for those raised along a migration path to find 
ease and comfort in travel and can suffer from anxiety or a sense 
of impending danger when forced to remain in one place long. The 
Sati don’t trust walls. They’re taught that the sand would pull 
them away, so the idea of whole societies placing all of their 
importance in a single location and caged by their own design 
seems both foolish and futile, with only failure in its future. 

For the most part, the community teaches a Sati child as 
much as they can about the world. Those of the tribe are granted 
the option to travel with others when migration paths intersect or 
even leave home when those paths reach the settlements of 
neighboring kingdoms. 
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RACES OF THE SHELL 


Dozens of sapient races reside within the shells of Argent, from 
the near godlike dragons of Avana to the smallest goblins hidden 
away in the dense jungles of Verant. 

The character races described in the Fifth Edition SRD provide 
a system in which many races, such as half-elves and tieflings, 
are categorized in large groups and lack similar traits to their 
human kin. In addition, there are a number of races that provide 
strong narrative value but are overpowered within the laws of the 
world to allow a player to choose. Our system solves this. 

This book introduces two new kinds of races, Legendary and 
Template, while retroactively classifying all other races within 
the base game as Standard races. The Searan Races table displays 
all of the races that can be found within the shell, and what page 
you could find their statistics. A number of races you may be 
familiar with have been altered or rewritten as template races to 
better align the character with the setting of Argent. 

Racial Rarity. Each race is listed as having a rarity. A race can 
be common, uncommon, rare, very rare, or legendary. This rarity 
determines how often a race would normally appear and peoples 
standard reaction to them. Future mechanics in content moving 
forward may also reference a races rarity. 


LEGENDARY RACES 


Where many of the sentient races of Argent are rather weak in 
their inherent strength, others are not. There are many creatures 
with free wills, and vast and dynamic personalities, that your 
players may want to use for their own characters. When playing a 
legendary race use the following rules. 


TRUE LEVEL 

Each legendary race has an origin level displayed at the beginning 
of their description, alongside any additional mechanics that 
aren’t racial traits. Your origin level is used to determine the true 
level of the character’s race. 

True level is used as the character’s level for spells and 
effects when determining proficiency bonus, and for the Game 
Master to balance encounters and calculate their players’ 
rewards. To calculate your true level, add your origin level to your 
total class levels. For example, a level 5 fighter whose origin level 
was 4, would be level 9, and has a proficiency bonus of +4. 

If you are using an experience system, use a character’s true 
level to determine how many experience points are required to 
reach your next level. Legendary races can reach level 20, but each 
true level past 20 is scaled depending on rules in use. Should the 
game be using an epic levels system, allow them to level as 
normal, but if not, consider each level past level 20 to be as 
difficult to attain as an Epic Boon. 


STARTING Hir Points 

Each legendary race begins with an origin hit dice and hit points 
as if they were a character of their true level. The first hit dice is 
increased to its maximum as would be appropriate for a level 1 
character, with either average or rolled hit points for each level 
thereafter depending on your Origin Level. 


Searan Races 


Race Rarity Origin 
Standard Races 
Elf = SRD 
High Elf Common SRD 
Wild Elf Common ARE 
Somber Elf Rare ARE 
Goblinoid Common ARE 
Bugbear Uncommon ARE 
Goblin Common ARE 
Hobgoblin Rare ARE 
Orc Common ARE 
Halfling = 
Lightfoot Common SRD 
Human — p. 47 
Isefolk Rare p. 47 
Lasun Common p. 47 
Sahina Rare p. 47 
Veran Uncommon p. 48 
Kobold Uncommon ARE 
Lizardfolk Rare ARE 
Mikin Uncommon ARE 
Template Races 
Mixed Breed Uncommon ARE 
Half-Dragon — p. 45 
Serfscale Rare p. 46 
Valorbred Rare p. 46 
Swiftbred Rare p. 47 
Purebred Very Rare p. 47 
Scrapling Uncommon p. 22 
Rayinas Rare ARE 
Tiefling Rare ARE 
Legendary Races 
Awakened Beast Rare ARE 
Young Dragon = p. 41 
Mixed Breed Very Rare p. 42 
Strong Breed Very Rare p. 42 
Swift Breed Very Rare p. 42 
Noble Breed Legendary p. 42 
Common Breed Rare p. 42 
Genie = ARE 
Spring Affinity Rare ARE 
Summer Affinity Very Rare ARE 
Fall Affinity Very Rare ARE 
Winter Affinity Legendary ARE 
Risen Rare ARE 


SRD. System Reference Document. 
ARE. Argent Race Expansion 


Once you’ve chosen a starting class, you gain its saving 
throws, skills, etc., as if it were your first class, but increase your 
hit points as you would at 2nd level and beyond. 


INNATE SPELLCASTING 

Some legendary races can access the ability to innately cast spells. 
Legendary races with this ability will detail their spellcasting 
level, number of known spells, and the spell list. You may choose 
spells just as any spellcasting class would. 

When trying to determine a character’s total spell slots, 
utilize the rules for multiclassing and consider the legendary race 
as its own class, utilizing its spellcasting level in place of the lack 
of level it would have otherwise required. 
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CominG Soon: ARGENT RAcE Expansion 
Several of the races described in this document don’t have 
their rules or traits accompanying them. You can look 
forward to the rules for playing all of the races and their 
detailed history coming soon. 


TEMPLATE RACES 


A number of races are incredibly to each other, with core 
differences based in environment or circumstance of birth. These 
races are all classified as template races. When playing a template 
race, use the following rules. 


OrIGIN FEATURES 


A template race has a displayed set of traits as any standard race 
does, with the addition of a required chosen origin. Not all 
template races can be used with all racial origins, with exceptions 
or limitations detailed within the template race itself. 

Listed below are a number of common races origin features 
to use with template races. 


ELVEN ORIGIN 
Mortal Origin 


You were born of an elf, granting you the following traits. 

Fey Ancestry. You have advantage on saving throws against 
being charmed, and magic can't put you to sleep. 

Trance. Due to your elven heritage, you don't need to sleep. 
Instead, they meditate deeply, remaining semiconscious, for 4 
hours a day. (The Common word for such meditation is ''trance.") 
While meditating, you can dream after a fashion; such dreams are 
actually mental exercises that have become reflexive through 
years of practice. After resting in this way, you gain the same 
benefit that a human does from 8 hours of sleep. 


GIANT ORIGIN 
Mortal Origin 


You were born of a giantkin, granting you the following traits. 
Mountain Lineage. You are naturally acclimated to higher 
altitudes, including elevations above 20,000 feet. 
Powerful Build. Due to your giant heritage, you count as one 
size larger when determining your carrying capacity and the 
weight you can push, drag, or lift. 


GOBLINOID ORIGIN 
Mortal Origin 


You were born of a goblinoid, granting you the following traits. 

Kin of Fauna. You can use your action to temporarily attune to 
the natural world. For the next minute you communicate with 
animals as if under the effect of the spell, speak with animals. You 
may use this feature once, regaining the ability to do so again 
upon completing a short or long rest. 

Kin of Flora. You learn the druidcraft cantrip. Wisdom is your 
spellcasting ability for it. 


Human OnrIcIN 
Mortal Origin 


You were born of a human, granting you the following traits. 

Human Ingenuity. You gain proficiency in any skill and one 
tool or language of your choice. You may choose to instead replace 
the skill proficiency with your choice of two tools, two languages, 
or one of each. 


ELVENKIND 


Since the Flood and the separation of elvenkind and dragonkind, 
elves have found themselves splintered into a number of 
subtypes. 

While all elves originate from those who hid within the shells 
to escape the Flood, not all remained there. Where common elven 
types developed as a result of where they surfaced, a few specific 
breeds of elf developed their traits due to their underground 
environments. 


Hiau ELves 


Commonly referred to as dragon or servant elves, the high elven 
people are the closest equivalent to the breed of elves most 
common in pre-Flood dragon society, with a majority of high 
elven lineages tracing back to Eta’vana or other dragonkind 
dominated regions. Their culture is often one of loyalty and 
teaches understanding of hierarchy and responsibility. 


WiILbD ELVEs 


With tribes dotted across the shell, the wild elves have never truly 
made a historical mark on the region. They keep to themselves, 
with ancient tradition teaching them to remain isolated. Wild 
elven lineages are easily traced back to ancient dragon society. 
Their tribes are the remnants of elves who survived the Flood 
without remaining bound to their previous draconic masters. 


SOMBER ELVES 


Buried beneath the surface, in the most desolate and lightless 
depths of the shell, is the Duskveil Territory. When the Flood first 
came down, a number of elven groups underneath the kingdom of 
Levi'vashi used the interconnected tunnels to band together and 
survive. These people would eventually become known as the 
somber elves. 

This subtype of elf is rarely seen because, in recent 
generations, those of the Duskveil Territory hardly know that the 
surface exists. To avoid the water from the Flood destroying their 
home, the original leaders of the Duskveil communities decided 
that knowledge of the surface was to be filtered from the minds of 
the people. Th average somber elf would laugh at the idea of a 
surface, trivializing it as a myth or children's tale. 
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of dragon civilizations were fundamental in the 
progress of some of the Argent’s most notable peoples. 
Though the Flood has passed, and the great Era of 
Dragons is over, the stories, myths, and legends continue 
to spread. Their ancient great empires, magical 
developments, and centuries of wisdom impacted nearly 
every culture or society on the shells. 


THE First PEOPLE 


Centuries ago, before the Great Flood reshaped the world as they 
knew it, Dragons ruled. Entire towering kingdoms built towards 
the heavens were the forefront example of what life could do 
when left to its own devices. The dragons were the first creatures 
to reach such feats and set an example to all. 
It was a golden dragon named Vanarhys who brought pre- 
Flood dragonkind together. She used her wisdom and might to 
become an inspiring leader. In time, Vanarhys crowned 
herself empress of the first dragon kingdom, Leva’vashi. 
The dragons who served Vanarhys’, the Levashi, would go 
on to explore the shells, uniting those who stood by their 
beliefs as allies, and inspiring those in opposition to 
replicate their progress and build their own walls. 
Dozens of millennia would pass after the founding of 
Leva’vashi before all their progress crumbled under the 
weight of the Great Flood, leaving nearly all their monuments 
and knowledge as lost memories. 


ELDEST SOULS 


Within both shells and in the far reaches beyond them are 
dragons. They were the first creatures born of Life and their 
influence is everywhere. The lifespan of a dragon is unknown, 
even to themselves. Unlike other mortal races whose bodies begin 
to fail them as they age, dragons only growas time passes. Growth 
moves at a slow rate, some even so slow it is hardly noticeable. 

If a dragon’s body develops conditions that bring an early death 
similar to those of humans, it is considered an anomaly. 


MopberN DRAGONS 


Since the Great Flood, dragons have splintered into several 
different ways of life. Many reside beneath the surface in the 
caverns that protected them, while others attempt to rebuild or 


DRAGONS reclaim a fraction of what they once had. 


In Sedden, the dragons remain a piece of history, with the 


Unlike in the fantasy worlds you might be familiar with, the remaining surfacing dragons finding little power in a world that 
dragons of Argent are not the stereotypical monsters to be feared. no longer fears them. However, in Sear, dragonkind remains an 
As some of the largest and most influential creatures to grace ever-influential force within from within the lands of Avana. 


either shell, dragons once dominated the world. These intelligent 


and timeless creatures have directly and indirectly shaped both 
shells of Argent, making the world what it is today. D RAGON SOCIETY 

The dragons of the Eminent Territories were the first to teach SS ES SS SS Ss 
the humans of Sear how to manipulate the Tide, and how it could From an outside view, dragons are often seen as primitive being. 
better their way of life like by protecting them from the monsters Their lack of machinery and common tools, clothing, and 
roaming the world. The complex and mostly undiscovered ruins recognizable practice, make them easy to label as monstrous. But 


upon a closer look to the cities of Avana and their architecture, 
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humans have taken much inspiration from them. Mortal cities 
resemble miniature replicas of the ancient dragon cities of old, 
with minor modifications to accommodate their different 
physical forms. 


LEADERS IN ARCANA 

Another misconception the mortal societies often make is 
doubting the intelligence of dragonkind. It was dragons who first 
deciphered the Fie’s messages and cast the first spells. Their 
ancient writings and, in some cases, direct teachings allowed the 
mortals of Sear to learn to cast. Even the Tortle of Crustai, who 
taught their magic to the Coraa, learned it by mimicking actions 
portrayed in ancient draconic ruins. 


DIFFERENT YET FAMILIAR TOOLS 

Even with their superior forms, there are things even dragons 
need tools for. There are two main draconic tools that are widely 
regarded. The first would be their writing gauntlets. The draconic 
language is written with claw, and the complex script requires 5 
pens to efficiently write in ink. Modern dragons developed five- 
penned gauntlets delicately crafted to not inhibit a claws 
movements and allow them to write effectively. Humanoids 
attempting to write in the language have made smaller, lighter 
versions for themselves. 

The second is a draconic tail weapon. Many dragons take to 
armor and weapons over their natural armaments when in battle. 
These weapons are known for their exceptional reach and 
versatility. Some go as far as to adding large hammers at the ends 
of their tails for even further reach. Draconic tail weapons are 
expensive and often require a custom fit. On the right dragon, it 
makes them deadly. 


Draconic Items 


Item Cost Weight 
Tail Weapon 8x 2x 
Writing Gauntlet 25gp 5\lbs. 


Tail Weapons Any weapon that lacks the heavy property can 
be purchased or constructed as a tail weapon. These weapons 
costs 8x the price of the original and grant the weapon an 
additional 5 feet of reach. Though, this reach comes with a 
downside. Attacks made against creatures within 5 feet of the 
attacker are made with disadvantage. These can only be worn bya 
creature with a tail and cannot be worn with heavy armor. 


ORIGIN STATISTICS 
A dragon’s origin statistics are unique in that they depend on the 
subclass. 


Younac Dracon TRaITs 


Dragon Legendary Race 


Your young dragon has a number of traits which exemplify the 
superiority of the race from which it hails. 

Age. Dragons live for an unknown amount of time, but a 
dragon is leaves its wyrmling stage at the age of 10 and remains 
young until the end of its first century. 

Superior Darkvision. You have far superior vision in dark and 
dim conditions. You can see in dim light within 120 feet of you as 


if it were bright light, and in darkness as if it were dim light. You 
can't discern color in darkness, only shades of gray. 

Blindsight. Dragons are known for their innate sense of the 
world around them which you shares. You have a blindsight with 
range of 30 feet. 

Draconic Resolve. You cannot be frightened by a creature that 
is not also a dragon. 

Keen Sight and Smell. You have advantage on all Wisdom 
(Perception) checks that rely on sight or smell. 

Steel-Like Scales. Your AC cannot be lower than 17. 

Tooth and Claw. Your bite and your claws are natural 
weapons, which you can use to make unarmed strikes. If you hit 
with your bite, you deal piercing damage equal to 1d10 + your 
Strength modifier, and if you hit with your claws, you deal 
slashing damage equal to 1d6 + your strength modifier, instead of 
the bludgeoning damage normal for an unarmed strike. Your 
claws are considered to have the finesse and light properties. 

Breath Attack (Recharge 6). You may use your action to 
exhales a breath attack of a variety dependent on your breed, with 
the potency of a young dragon. The DC for saving throws made 
against your breath weapons effects equals 8 + your Constitution 
modifier + your proficiency bonus. The details for breath attacks 
are under Dragon Breath Attacks further in this document. 

Dragon Breed and Subrace. When you choose this race, you 
must also decide which of the many dragon breeds you are as well 
as a subrace, gaining the traits of both the subrace and those 
detailed under True Dragon Breeds further in this document. 


Mrxep BREED 
Young Dragon Subrace 


Origin Level: 9 
Origin Hit Dice: 1d8 (8 + 8d8) 


ASIs: +2 Strength, +2 Constitution, +2 Charisma 
Size: Medium 
Speed: 30 ft., climb 30 ft., fly 60 ft. 


You were born without any particularly 
remarkable traits and are known quite simply 
as a Standard dragon. 

Innate Spellcasting. You begin with 
an innate spellcasting level of 5 and 
use Charisma as your spellcasting 
ability. You know 5 cantrips 
and 6 spells of 3rd-level 
or lower of your choice, 
each chosen from the 
sorcerer spell list. 
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STRONG BREED 
Young Dragon Subrace 


Origin Level: 9 
Origin Hit Dice: 1d12 (12 + 8d12) 


ASIs: +4 Strength, +2 Constitution 
Size: Large 
Speed: 25 ft., climb 25 ft., fly 50 ft. 


You were born much stronger and larger than your kin and are 
known as a bull type dragon. 

Innate Spellcasting. You begin with an innate spellcasting 
level of 5 and use Charisma as your spellcasting ability. You know 
5 cantrips and 6 spells of 2nd-level or lower of your choice, each 
chosen from the sorcerer spell list. 

Large Dragon. You are a large sized creature and gain the 
following additional benefits from your size: 


*» Your carrying capacity as well as the weight limits on your 
maximum drag, lift, and pull is multiplied by 4. 

* Your attacks with unarmed strikes or melee weapons deal an 
additional 1d4 points of damage. 

* You are required to eat and drink four times more than 
normal to sustain yourself. 


Quick BREED 
Young Dragon Subrace 


Origin Level: 9 
Origin Hit Dice: 1d6 (6 + 8d6) 


ASIs: +1 Strength, +4 Dexterity, +1 Wisdom 
Size: Medium 
Speed: 40 ft., climb 40 ft., fly 80 ft. 


You were born much faster and keen than your kin and are known 
as a fox type dragon. 

Innate Spellcasting. You begin with an innate spellcasting 
level of 5 and use Wisdom as your spellcasting ability. You know 5 
cantrips and 6 spells of 3rd-level or lower of your choice, each 
chosen from the sorcerer spell list. 


NosLE BREED 
Young Dragon Subrace 


Origin Level: 13 
Origin Hit Dice: 1d10 (10 + 12d10) 


ASIs: +2 Strength, +2 Dexterity, +2 Constitution, +2 Intelligence 
Size: Medium 
Speed: 40 ft., climb 40 ft., fly 80 ft. 


You were born leagues ahead of the average among your kin in 
nearly every way and are known as a prodigy dragon. 

Innate Spellcasting. You begin with an innate spellcasting 
level of 7 and use Intelligence as your spellcasting ability. You 
know 5 cantrips and 8 spells of 4th-level or lower of your choice, 
each chosen from the sorcerer spell list. 


ComMOoN BREED 
Young Dragon Subrace 


Origin Level: 4 
Origin Hit Dice: 1d6 (6 + 3d6) 


ASIs: +1 Strength, +1 Charisma 
Size: Small 
Speed: 25 ft., climb 25 ft., fly 40 ft. 


You were born smaller and weaker than your kin and have been 
scrambling to keep up all your life, known as a runt dragon 

Innate Spellcasting. You begin with an innate spellcasting 
level of 1 and use Charisma as your spellcasting ability. You know 
4, cantrips and 2 spells of ist-level or lower of your choice, each 
chosen from the sorcerer spell list. 

Limited Physical Development. When you are determining the 
range and damage of your breath weapon, you are considered to 
be an age category smaller than normal. 


TRUE DRAGON BREEDS 


There are more than a dozen breeds of dragon throughout Argent, 
and though some may lay outside of these categories, the majority 
of dragons you will encounter will either be chromatic or metallic. 


CHROMATIC DRAGON BREEDS 


These dragons’ scales are most identifiable by their matte color 
and lack sheen or polish without cosmetic assistance. They are 
native to Sedden and, with the exception of a few red or white 
dragons, have largely lost their communities to the Flood. 


Back Dracons 
A black dragon has the following additional features applied to, 
added to and/or altering its statistics. 

Aquatic Physiology. Black dragons can breathe air and water 
and have a swimming speed equal to their base walking speed. 

Caustic Breath. Black dragons’ breath attacks are of the Blast 
variant and require a Dexterity saving throw. They deal acid 
damage and have Severe and Wild properties. 

Hermetic Scales. Black dragons are immune to acid damage, 
and resistant to cold damage. 


Biue Dracons 
A blue dragon has the following additional features applied to, 
added to and/or altering its statistics. 

Earth Breakers. A blue dragon’s burrowing speed is equal to 
their base walking speed. They leave a tunnel in their wake with a 
width equal to their size category. 

Bolt Breath. Blue dragons’ breath attacks are of the Beam 
variant and require a Dexterity saving throw. They deal lightning 
damage and have the Linger and Wild properties. 

Desert Scales. Blue dragons are immune to lightning damage, 
and resistant to fire damage. 
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GREEN Dracons 
A green dragon has the following additional features applied to, 
added to and/or altering its statistics. 

Aquatic Physiology. Green dragons can breathe air and water 
and have a swimming speed equal to their base walking speed. 

Toxic Breath. Green dragons’ breath attacks are of the Wave 
variant and require a Constitution saving throw. They deal poison 
damage and have the Brutal and Linger properties. 

Superior Biology. Green dragons are immune to disease, the 
poisoned condition, and poison damage. They are resistant to acid 
damage. 


Rep Dragons 
A red dragon has the following additional features applied to, 
added to and/or altering its statistics. 

Volcanic Breath. Red dragons’ breath attacks are of the Wave 
variant and require a Dexterity saving throw. They deal fire 
damage and have the Brutal and Wild properties. 

Molten Scales. Red dragons are immune to fire damage, and 
resistant to cold damage. 


Wauirte Dracons 
A white dragon has the following additional features applied to, 
added to and/or altering its statistics. 

Versatile Predator. White dragons have both a burrowing and 
a swimming speed equal to their base walking speed. 

Glacial Breath. White dragons’ breath attacks are of the Wave 
variant and require a Constitution saving throw. They deal cold 
damage and have the Severe and Wild properties. 

Insulated Scales. White dragons are immune to cold damage 
and cannot have their movement impeded by the effects of 
nonmagical weather. 


METALLIC DRAGON BREEDS 


Native to Sear, these dragons most memorable trait is their 
natural shine. Their heavy scales take on the colors of common 
precious metals, but don't be fooled; they're much harder. The 
metallic dragons now rule over the lands of Avana. 


Brass Dracons 
A brass dragon has the following additional features applied to, 
added to and/or altering its statistics. 

Earth Breakers. Brass dragons have a burrowing speed equal 
to their base walking speed. They leave a tunnel in their wake with 
a width equal to their size category. 

Magma Breath. Brass dragons’ breath attacks are of the Blast 
variant and require a Dexterity saving throw. Half of their breath’s 
damage dice deal bludgeoning, and the others deal fire. If the 
breath weapon deals an odd number of damage dice, the odd 
damage dice is dealt in fire. Additionally, their breath attacks have 
the Severe and Tame propetties. 

Brass Scales. Brass dragons are immune to fire damage and 
cannot be petrified by effects that turn creatures to stone. 


Bronze Dracons 
A bronze dragon has the following additional features applied to, 
added to and/or altering its statistics. 

Aquatic Physiology. Bronze dragons can breathe air and water 
and have a swimming speed equal to their base walking speed. 

Storm Breath. Bronze dragons’ breath attacks are of the Wave 
variant and require a Constitution saving throw. Half of their 
breaths damage dice deal lightning and the others deal thunder. If 
the breath weapon deals an odd number of damage dice, the odd 
damage dice is dealt in lightning. Additionally, their breath 
attacks have the Linger and Tame properties. 

Bronze Scales. Bronze dragons are immune to lightning 
damage and cannot be petrified by effects that turn creatures to 
stone. 
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CopreER DRAGONS 
A copper dragon has the following additional features applied to, 
adding and or altering its statistics. 

Corrosive Breath. Copper dragons’ breath attacks are of the 
Beam variant and require a Dexterity saving throw. They deal acid 
damage and have the Tame property. Metal objects caught in this 
effect that are not being worn or carried take the damage as 
normal. If a creature fails the saving throw against this breath 
attack, any metal armor or a metal shield being worn or carried 
takes a permanent and cumulative -1 penalty to the AC it offers. 
Armor reduced to an AC of 10 or a shield that drops to a +0 bonus 
is destroyed. Similarly, if a creature who fails the saving throw is 
carrying or wielding any metal weapons, the weapons take a 
permanent and cumulative -1 penalty to damage rolls. If its 
penalty drops to -5, the weapon is destroyed. 

Copper Scales Copper. dragons are immune to acid damage 
and cannot be petrified by effects that turn creatures to stone. 


Gop DraGons 
A gold dragon has the following additional features applied to, 
added to and/or altering its statistics. 

Aquatic Physiology. Gold dragons can breathe air and water 
and have a swimming speed equal to their base walking speed. 

Blaze Breath. Gold dragons’ breath attacks are of the Beam 
variant and require a Dexterity saving throw. They deal fire 
damage and have the Brutal and Tame properties. 

Gold Scales. Gold dragons are immune to fire damage and 
cannot be petrified by effects that turn creatures to stone. 


SILVER DRAGONS 
A silver dragon has the following additional features applied to, 
adding and or altering its statistics. 

Blizzard Breath. Silver dragons’ breath attacks are of the Blast 
variant and require a Dexterity saving throw. Half of their breath 
attack damage dice deal cold damage, and the others deal slashing 
damage. Additionally, their breath has the Linger and Tame 
properties, and the area where the breath attack lingers is 
considered to be difficult terrain. 

Silver Scales. Silver dragons are immune to cold damage and 
cannot be petrified by effects that turn creatures to stone. 


Dracon Breatu ATTACKS 


Depending on the kind of breath attack your dragon breed has, it 
will be released in a different form, and deal a different kind of 
damage depending on origin. 

When a creature is caught in a breath weapon’s area of effect, 
they must attempt a saving throw dependent on the dragon’s 
breed. On a successful saving throw they take half of the damage, 
and suffer the full damage on a failure. 

Each breath attack falls into a variant. It determines the area 
of effect type and has the possibility to have a number of 
keywords. The area of effect size, the damage it deals, and other 
traits attached to the breath attack are detailed as follows. 


Breath Weapon Save DC = 8 + Proficiency Bonus 
+ your Constitution Modifier 


BreEATH ATTACK PROPERTIES 
Dragon breaths also have special properties attached to them 
which alter the way the breath weapon functions. 

Brutal. This breath weapon is more potent than others of its 
element. The damage dice increases one stage. For example, any 
d6 would become d8, any d8 would become d10, and so on. If the 
dice size is a d12, it instead adds a +1 to the damage equal to the 
number of damage dice you would roll. 

Linger. The effects of the breath weapon remain for a short 
time after the initial release. This could be in the form of a raging 
storm, a cloud of poisonous gas, etc. The area of effect caused by 
dragon’s breath remains for anumber of rounds equal to the users 
Constitution modifier x their Proficiency Bonus, ending at the end 
of the dragons turn on the final round. Any creature that enters or 
begins its turn in the area must make a saving throw against the 
breath attack again, but only taking damage equal to half of the 
breaths dice. If the breath weapon deals an odd number of dice, 
round down. If this is used with an alternate breath weapon option 
(detailed further in this document) creatures have advantage on 
the saving throw against the lingering effect. 

Severe. This breath weapon scars the skin and causes 
unrelenting pain. Damage dealt by this breath attack cannot be 
healed until the end of damaged creature’s next turn. 

Tame. This dragon has utmost control over their breath 
attack and the effects it causes. When a creature is reduced to 0 hit 
points by this breath weapon, the dragon can choose for the 
damage to be non-lethal. 

Wild. This dragon's breath attack is chaotic and hard to 
control, turning its victims to ash or freezing their blood solid. A 
creature reduced to 0 hit points by this breath weapon dies. 


Beam Variant 
Dragon Level Damage Dealt Area of Effect 
ist 1d12 5 ft. wide, 10 ft. Line 
5th 2d12 5 ft. wide, 20 ft. Line 
9th 3d12 5 ft. wide, 40 ft. Line 
13th 4d12 10 ft. wide, 60 ft. Line 
17th 6d12 10 ft. wide, 120 ft. Line 
Blast Variant 
Dragon Level Damage Dealt Area of Effect 
1st 3d4 15 ft. range, 5 ft. Radius 
5th 6d4 30 ft. range, 5 ft. Radius 
oth od4 30 ft. range, 10 ft. Radius 
13th 12d4 60 ft. range, 20 ft. Radius 
17th 18d4 60 ft. range, 40 ft. Radius 
Wave Variant 
Dragon Level Damage Dealt Area of Effect 
ist 2d6 10 ft. Cone 
5th 4d6 20 ft. Cone 
oth 6d6 30 ft. Cone 
13th 8d6 50 ft. Cone 
17th 12d6 80 ft. Cone 
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“ DRAGONS ARE BY NO DOUBT AMAZING IN THEIR OWN RIGHT, 
but there’s a certain glow to their kin that really draws the eye. 
It was hard to take my eyes off of them as they flew above the 
battlefield. Their skin shined like gold, and perhaps it was. I’ve 
never been so enthralled by a warrior before, so much so that I 
even questioned my allegiance for a moment. I’d never been so 
envious, but there I was.” 


— Sigmund “Godblood” Varinson, Adventurer 


a There is one race that proves superior to all others, feared as 
some of the most powerful creatures to exist. When those 
people come to have kin with the mortal races they loom 

above, half-breeds are born. These half-dragons live their 

life jealous of the dragons who came before them whilst 

. they themselves draw the same envy. Half-Dragons 

} resemble the appearance of a human, but are gifted 
with long tails, often large and intricate horns, thick 
leathery wings, and scales that form across their 
bodies. They are also born with the ability to 
unleash incredible breath weapons, much like 
their true dragon kin. 

Half-Dragons, despite the name, are the 
consequence of true draconic blood finding itself 
anywhere in one’s lineage. The traits carried by 
the draconic ancestry are dominant, meaning no 
matter how diluted the blood becomes, the child 

of a half-dragon will always share the draconic 
traits and be Half-Dragon themselves. 


Though a standard half-dragon lives the 
majority of their life in draconic society, that 
doesn’t mean they are treated as equals to their 
kin, especially if they have a pure dragon sibling. 
Half-Dragons are consistently overlooked by 
their communities and are likely unacknowledged 
by the dragons who rule unless they find a way to 
stand out. In contrast, mortals often group half- 
dragons into the same assumptions and prejudices 
they have for all dragonkind. Encountering those who 
revere and respect dragons would result in special 
treatment, though those who villainize dragons wouldn’t 
care for those from that lineage. 


Regardless of a half-dragon’s birth, they’re often thrown into a 
life of travel and danger whether they had asked for it or not. A 
dragon community is quick to reject a half-dragon seeking to find 
a place as an equal, and a chance at reverence shown by a standard 
mortal is a difficult temptation to pass up. 

Where a dragon has what they deem a more important 
purpose, a half-dragon is almost perfectly built for a life of 
adventure. Long life spans, incredibly natural ability, and a long 
history of talent pave the way ahead of them, with trust and awe 
from those who witness them. 
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Hatr-Dracon NAMES 


With names being both varied and diverse, half-dragons are 
usually unable to be recognized by name alone. There is no 
cultural standard for the naming conventions, with some being 
named after the culture of their mortal side, and others named 
more in line with their draconic roots. 


HALF-DRAGON TRAITS 


Humanoid Template Race 


ASIs: +1 Anything 
Size: Medium 
Speed: 30 ft. 


Your half-dragon character gains traits from both their draconic 
lineage and mortal heritage. 

Age. Half-Dragons mature at the same rate as their mortal 
parent, but when they reach maturity, they are known to live 
upwards of ten times the average length as their mortal half. 

Darkvision. With your keen and adaptive draconic eyesight, 
you have superior vision in dark and dim conditions. You can see 
in dim light within 60 feet of you as if it were bright light, and in 
darkness as if it were dim light. You can’t discern color in total 
darkness, only shades of gray. 

Draconic Ancestry. Choose one type of dragon breed from the 
Draconic Ancestry table. Your breath weapon damage and damage 
resistance are determined by your dragon type. 

Breath Weapon. You can use your action to unleash your 
breath weapon. Your draconic ancestry determines the size, 
shape, and damage type of the exhalation. If your damage type 
shown has a secondary type, convert half of the damage dice of 
the breath weapon (rounded down) to that damage type. 

When you use your breath weapon, each creature in the area 
of the exhalation must make a saving throw, the type of which is 
determined by your draconic ancestry. The DC for this saving 
throw equals 8 + your Constitution modifier + your proficiency 
bonus. A creature takes 2d6 damage on a failed save, and half as 
much damage on a successful one. The damage increases to 3d6 
at 6th level, 4d6 at 11th level, and 5d6 at 16th level. 

After you use your breath weapon, you can use your action to 
attempt to regain the feature. Roll a d6 and recover the expended 
use on the result of a 6. On any other result, the action is wasted. 

Damage Resistance. You have resistance to the first damage 
type associated with your draconic ancestry. 

Claws. Your claws are natural weapons, which you can use to 
make unarmed strikes. If you land a hit, you deal slashing damage 
equal to 1d4 + your choice of your Strength or Dexterity modifier, 
instead of the bludgeoning damage normal for an unarmed strike. 
This attack is considered to have the Finesse property. 

Lesser Draconic Resolve. You cannot be frightened by a 
creature that is not a dragon or in some way possesses a draconic 
ancestry trait. 

Subrace. A half-dragon is heavily influenced by the build of 
their draconic parent. There are five different kinds of half- 
dragon in Argent: The Serfscale, Valorbred, Swiftbred, Purebred, 
and Scrapling. Choose one these subraces. 

Limited Origins. Due to biological limitations within dragons, 
half-dragons may only choose from the following origins: Elven, 
Giant, Goblinoid, or Human. 


Draconic Ancestry 
Dragon Damage Type Breath Weapon 
Black Acid 30 ft. range, 5 ft. radius (Dex Save) 


Blue Lightning 5 ft. wide, 20 ft. line (Dex Save) 
Brass Fire(Bludgeoning) 30 ft. range, 5 ft. radius (Dex Save) 
Bronze Lightning (Thunder) 15 ft. cone (Con Save) 

Copper Acid 5 ft. wide, 20 ft. line (Dex Save) 


Gold Fire 5 ft. wide, 20 ft. line (Dex Save) 
Green Poison 15 ft. cone (Con Save) 

Red Fire 15 ft. cone (Dex Save) 

Silver Cold (Slashing) 30 ft. range, 5 ft. radius (Dex Save) 
White Cold 15 ft. cone (Con Save) 
SERFSCALE 


Half-Dragon Subrace 


ASIs: +1 Strength, +1 Intelligence 


Your draconic parent had the build of a standard dragon, and 
these relatively average traits have been passed on to you. 
Keen Senses. You have proficiency in the Perception skill. 
Tail. Your tail is a natural weapon, which you can use to make 
unarmed strikes. If you hit with it, you deal bludgeoning damage 
equal to 1d8 + your Strength modifier, instead of the bludgeoning 
damage normal for an unarmed strike. 


VALORBRED 
Half-Dragon Subrace 


ASIs: +2 Strength 


Your draconic parent had the build of a bull dragon, and you have 
inherited a portion of their natural might. 

Large Horns. Your larger horns are natural weapons, which 
you can use to make unarmed strikes. If you hit with them, you 
deal piercing damage equal to 1d1i0 + your Strength modifier, 
instead of the bludgeoning damage normal for an unarmed strike. 


SWIFTBRED 
Half-Dragon Subrace 


ASIs: +1 Dexterity or +1 Wisdom 


Your draconic parent had the build of a fox dragon, and you have 
inherited a portion of their innate swiftness. 

Sail Wings. Your wings, unlike other half-dragons your age, 
are of a shape that allows some use. You have a flying speed equal 
to half of your walking speed but you cannot fly upwards while 
using it due to your smaller wingspan and lack muscle 
development in your back. 


PUREBRED 
Half-Dragon Subrace 
ASIs: +1 Dexterity or +1 Wisdom 


Your draconic parent had the build of a dragon prodigy, and you 
have inherited a portion of their natural talent. 
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Horns. Your horns are natural weapons, which you can use to 
make unarmed strikes. If you hit with them, you deal piercing 
damage equal to 1d6 + your Strength modifier, instead of the 
bludgeoning damage normal for an unarmed strike. 

Natural Learner. Things come much easier to you than others 
due to your superior circumstance of birth. You gain proficiency 
in two skill of your choice. You may choose to instead replace each 
skill proficiency with your choice of two tools, two languages, or 
one of each. 


SCRAPLING 
Half-Dragon Subrace 


Your draconic parent had the build of a runt dragon, and you have 
inherited their relatively lacking draconic traits. 

Runt Nimbleness. You can move through the space of any 
creature that is of a size larger than yours. 

Underdog’s Determination. You’ve had to try much harder 
throughout your life to reach the same level others were easily 
able to achieve. When you fail an attack roll, ability check, or 
saving throw, you can choose to succeed instead. You may do this 
once, regaining the ability to do so again upon completing a short 
or long rest. 


HALFLING 


Native to the region of Blathada, the halflings are a race of small 
folk with exceptionally strong wills. Having developed alongside 
the lizardfolk of the region, the free cities they hail from are 
exceptionally strong. Due to this security and home-focused 
culture, halflings rarely leave their homes without good reason. 


HUMAN 


Native to the Searan region of Lasulan, humans were the first of 
the new mortal races to truly build civilization in the wake of the 
Great Flood. In the years since their first appearance, the humans 
have splintered four subtypes based on their native environments 
and the circumstances of their development. 

These four subtypes of human are playable within the world 
of Argent. You may use your choice of the following or utilize the 
standard human traits within the Fifth Edition SRD. 

Isefolk. Native to the southeastern lands of Isaa, the Isefolk 
are a race of resilient people. They’ve spent centuries adapting to 
their frozen homeland and are renowned for their feats. 

Lasun. The more dominant and plentiful of the many, Lasun 
live most traditional mortal lives. They populate the lands of 
Lasulan, the Marquis Dominion, and more. 

Sahina. Born to the winding migration paths of Sahin, the 
Sahina people have developed to suit a lifestyle unlike any other 
mortal race on either shell. They live the majority of their lives 
traveling, walking along the roads of Sahin nearly every day of 
their lives. 

Veran (Beastfolk). The humans of Verant are known to the 
Lasun as the Beastfolk. The Veran have, over the decades, slowly 
intertwined their spirits with the animal spirits of the land. This 
has altered their bodies in ways that reflect the traits of the animal 
spirit guides that watch over their tribes. 
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Human TRaITs 


Humanoid Standard Race 


Size: Medium 


Your human character gains a number of unique traits that vary 
depending on the developing region of their lineage. 

Age. All humans regardless of their heritage reach adulthood 
in their late teens and live less than a century. 

Subrace. There are four subtypes of human from the many 
corners of the Searan shell: Isefolk, Lasun, Sahina, Veran. Choose 
one these subraces. 


ISEFOLK 
Human Subrace 


ASIs: +2 Strength, +1 Anything, +1 Anything 
Speed: 35 ft. 


Your Isefolk character gains unique traits due to their isolated 
upbringing and heritage. 

Arctic Adaptation. You have resistance to cold damage and 
gain advantage on ability checks or saving throws to overcome or 
resist the harmful consequences of harmful weather. 

Warrior Race. Your people have emphasized strength and 
physical independence your entire life. You count as one size 
category larger when determining your carrying capacity as well 
as the weight you can push, drag, or lift. 


LASUN 


Human Subrace 


ASIs: +1 Anything, +1 Anything 
Speed: 30 ft. 


Your Lasun character gains the following trait reflecting the many 
different walks of life that the humans of Lasun live. 

Human Diversity. You gain one feat of your choice, as well as 
one skill proficiency of your choice. You may choose your choice 
of two languages, two tools, or one of each instead of this skill 
proficiency. 


SAHINA 
Human Subrace 


ASIs: +2 Constitution, +1 Anything 
Speed: 40 ft. 


Your Sahin character gains unique traits due to their innate 
physical endurance their heritage. 

Endless March. You are immune to the negative consequences 
of Forced March and, for the purposes of completing rests, travel 
at a normal pace is considered light activity for you. 

Roadbuilder. You are proficient in Mason’s Tools and may 
choose to add double your proficiency bonus to any of the ability 
checks you make with them. 
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VERAN (BEASTFOLK) 
Human Subrace 


ASIs: +2 Wisdom, +1 Anything 
Speed: 30 ft. 


Your Veran character gains options that stem from the diverse 
bestial influences of their tribe. 

Free Spirit. You have advantage on saving throws against the 
charmed and frightened condition. 

Spiritual Influence. You gain one of the following features of 
your choice depending on the spirit animal that most impacted 
the bloodline you were born to. 


*» Predator. Your movement speed is increased by 5 feet, you 
know when a creature that can bleed within 30 feet of you is 
has less than half of their maximum hit points, and you gain 
advantage on attack rolls against those creatures. If you 
make an attack against an eligible creature that is above half 
of their hit points, and within range of the attack is a creature 
that is below, you suffer have disadvantage on the attack as 
your predatory nature distracts you. 

*+ Prey. You can dash or disengage as a bonus action, you gain 
proficiency in the Stealth skill, and you may move at fast pace 
while still able to use Stealth as your natural cunning allows 
you to evade watchful eyes with ease. 


KOBOLD 


Within the lands of Avana and in caverns beneath Sear’s ground 
are the small, scaled creatures known as kobolds. These short, 
distant cousins of the dragon are often overlooked. With their 
naturally frail bodies, thin scales, and a lack of innate ability, they 
almost defy logic by finding ways to thrive. Widely known as a 
servant race or as pests, kobolds have found ways to use their 
cunning and small size to their advantage, becoming a staple of 
the shell. 

One of the most well-known draconic fables is that of the 
golden dragon Dorca’ku, and how he was once a kobold. Half- 
Dragons are capable of taking on a draconic form due to their 
innate draconic ancestry and, as it’s told, Dorca’ku was able to do 
the same thing as a kobold. 


OTHER RaciaAL OpTIONS 

Yow’ re likely to find other content that resembles many 
of the races unique to this document, such as different 
ways to play half-dragon characters, feline races of many 
kinds, humans with animal-like traits, and more. You are 
encouraged to use whichever content best suits your 
game and the way your group wants to play. 


LIZARDFOLK 


Large reptilian people reminiscent of dragonkind are native to the 
lands of Blathada. They developed their society alongside the 
halflings of the land. While the Blathada’s lizardfolk are civil and 
are well- adapted to city life, those from outside the region are 
often regarded as dangerous savages. These tribes plague many of 
the coastal regions as well as swamps of southern Sear. 


MIKIN 


Originating from the deserts of J’tett, these naturally artistic 
catfolk are known by many names, the most common being their 
given name, Mikin. The race is most prevalent within the 
northern regions of Lasulan , making up the majority of 
communities in the City of Drapes and the near the entirety of the 
Tetiene population. 

The Mikin people historically emerged from J’tett during the 
late third century. They’ve spent the majority of their years since 
then integrating with human society and gifting their 
people with the gifts of art, music, and theater. 


CHAPTER 3: CHARACTER OPTIONS 


she majority of options available to players have their 
place within Argent, with few changes required to 
make the content better fit. Though, there is always a 
certain magic that comes when using content written 

=  SOlely based on the history and theme of the world you 
are Maving in. Within this part are options available to your 
character such as races, subclasses, feats, spells, etc. These 
options will also give insight into the pieces of the world of which 
they are inspired by. 


CLASS OPTIONS 


The base classes presented in the Fifth Edition SRD all are, in some 
form, present within Argent. Within this part are details 
regarding those classes and where they fit in Sear. In addition, 
there are new class-feature options for a select few classes, as 
well as some new spells. 


BARBARIAN 


Due to harsh natural borders and a common feeling of xenophobia 
among the mortals of Sear, outsiders to the civilizations of the 
shell are commonly greeted with hostility. It’s for this reason that 
many of the shell’s people choose to remain in isolated and, in 
some cases, even dangerous environments, rather than the 
arguably more habitable inland. 

The warriors of these communities, rather than taking to the 
ways of the arcane or focusing on their martial skill, tend to focus 
on a more primal means of defending their homes from threats. 
The fierce giant slayers of Vinterlan are a perfect example of this, 
using their fury and blind rage to perform feats of strength 
humans are normally incapable of. Not only have the warriors of 
Vinterlan invented many of the common techniques used to slay 
giants, but they’ve also mastered them. 

Barbarians are not specific to Vinterlan, though. The natives 
of the Savage Wood are known for placing their hardiest warriors 
at the front of their packs, infamous for taking whole volleys of 
colonist arrows without a moment of broken conviction. 
Continuing north, the giantkin of the mountainous region of 
Jattanen and greenskin who reside in the verdant forests of 
Umathi have taken inspiration from the beastfolk, attuning 
themselves to the fauna. They align themselves with the spirits of 
beasts and embody their traits in battle. 


EXPANDED TOTEM OPTIONS 


If you have chosen a barbarian path, you have access to the totem 
spirit options presented here. 


TOTEM SPIRIT 

The following options are available to you when you choose a 
totem animal at 3rd level. As with the standard spirits available, 
the options presented require a physical object bearing trait 
representative of the totem beast. It’s also possible that you may 
experience physical changes reminiscent of your totem spirit, 
such as reptile-like eyes or small tusks. 


Your totem spirit may be an animal similar to those listed 
here but more suitable to your place of origin, such as a giant 
lizard rather than a raptor, or giant boar rather than a mammoth. 

Raptor. While you are raging, whenever you would engage in 
two-weapon fighting, you may make an additional weapon attack 
as a part of your bonus action. The spirit of the raptor grants you 
an unrelenting and overwhelming fury. 

Mammoth. While you are raging, when you move 15 feet ina 
straight line towards a creature immediately before hitting it with 
a melee weapon attack, attacks against it deal additional damage 
equal to your Constitution modifier until you move again. The 
spirit of the mammoth grants you the power to smash through 
any obstacle. 

Sparrow. While you are raging and not wearing medium or 
heavy armor, you can move through spaces containing hostile 
creatures without impeding your movement, and your rage does 
not end early so long as you have moved at least 15 feet. The spirit 
of the sparrow makes grants you the alacrity of a messenger. 


ASPECT OF THE BEAST 
These options are available to you when you choose a totem 
animal at 6th level. 

Raptor. You gain the deftness of a raptor. You may take the 
Use an Object action twice during your turn before requiring your 
action to do so again. 

Mammoth. You gain the endurance of a mammoth. You are 
immune to any harmful consequences caused by environmental 
effects such as hazardous flora or extreme weather. 

Sparrow. You gain the subtlety of a sparrow. You make no 
sound when jumping or landing, and you and up to 10 companions 
can use Stealth while traveling, even while moving at a normal or 
fast pace. 


Totemic ATTUNEMENT 
These options are available to you when you choose a totem 
animal at 14th level. 

Raptor. While you are raging, when you hit a creature with 
two attacks in succession during the same turn, if the next attack 
you make against them before the turn is over would hit, the 
attack becomes a critical hit. 

Mammoth. While you are raging, you ignore difficult terrain 
and cannot be unwillingly moved while you are on solid ground. 

Sparrow. While you are raging, your movement speed is 
doubled when moving towards any ally creature that you can see. 


BARD 


The life of a bard is not one tied to any particular region or 
country. Wandering bards travel as far as their legs will carry 
them, from the northern mountains of Jattanen to the southern 
banks of Blathada. Many bards start their career in Siivapa, a land 
where a good story is just as important as a copper coin. 

Though bards are oft well-traveled, they aren't welcome 
everywhere. The magical practices they pick up across Sear can 
place them under intense scrutiny in the Wards, where the 
Archons regulate the use and spread of magic heavily. While 
performers and musicians are welcomed in Levin, the cultural 
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distrust and outright hatred for the arcane the Leve hold means a 
single spell can quickly turn a happy audience into an angry mob. 

Not all bards are travelers and entertainers. The bards of the 
Colossus Reach, known as skalds, pass down myths and legends, 
religious teachings, and tribal history. These skalds are the 
lifeblood of their tribe's culture. 


CLERIC 


In the world of Argent, faith is rarely dedication to a single god, as 
would normally be the case in traditional fantasy settings. Argent 
is home to a number of diverse spiritual faiths and religions, 
which can find roots and branches throughout both shells. Not 
only do these faiths take on many names, but they also don’t 
always agree on what the divines are. There are many names for 
the entities of worship for these groups. There are common 
threads between the old stories these faiths relate to their deities 
that could inform a scholar of reoccurring entities. Direct 
interaction with the gods is few and far between, and claims are 
difficult to prove. 

Within Sear, most organized faith can be traced back to 
before the Flood, and the tales from the first generations of 
dragons. These stories tell of a time when dragon and divine lived 
alongside another, and the divine would directly lead, teach, and 
guide the first draconic peoples. 


SEARAN RELIGIONS 
The following table presents a list of the largest faiths, where 
they’re most commonly worshipped, and the divine domains 
practiced by their clerics. 


Searan Divine Domains 


Religion Regions Worshiped Divine Domains 

Adrakru Avana Death, Life, War 

Amanilacism J’tett, The Wards Life, Trickery 

Apothism Atarah Life, Nature 

Fuillism Blathada, Levin, Life, Light, Knowledge, 
Sahin, Vinterlan Tempest, War 

Daanoism Beastlands, Umathi Tempest, War 

Jetaji Avana, Levin, Death, Life, Light, 
The Wards Knowledge, Nature 

Yuzeric Levin, The Wards Knowledge, Trickery 

Yakkanism Beastlands, Umathi Nature, Tempest 


DRUID 


The harsh, untamed wilderness of Sear can seem insurmountable. 
Thus, several societies live alongside nature, learning to master 
the wilds rather than destroying it. 

Druidism is most frequently found in the Umathi tribes and 
the Atarah Empire. Moyakka druids, known as shamans, 
commune with spirits of nature like dryads and fey in order to 
learn to influence the natural world. This style of druidism was 
adopted by the Atarin, who learned from the elementals that roam 
the Aru Desert. 

Druidism has also taken home in J’tett, where wild elves 
taught the Mikin what they knew. The ability to conjure water and 
food proved invaluable for travels across the region, and druidic 
taming magic allowed the catfolk to domesticate the fearsome 
reptilian beasts of J’tett. 


In Levin, druidism isn’t as taboo as the arcane magic of the 
Archons but is still distrusted and shunned. While groups of wild 
elves still practice, natural magic never caught on with the 
halflings of Blathada. 

In central Sear, druidism is far less common. Spellcasters in 
the draconic lands and the Wards are far more likely to be wizards 
or clerics. However, enclaves of wild elves occasionally have one 
or two amongst them capable of rudimentary druidic magic. 


FIGHTER 


Sear is home to many different cultures with diverse ways of 
warfare and an even more diverse list of martial styles. Where the 
dragons of Avana weave their tails and specially built weapon into 
combat, the humans within the Marquis Dominion or the many 
Vinterlan tribes focus on compensating for their lack of physical 
protection with long weapons and heavy armor. 


BLACKSTONE WARDEN 


Martial Archetype, Fighter 


Well known for defending the capital city of Ciala, which exists as 
at the spiritual center of Levin and is protected by tall, black 
marble walls made by some of the shell’s most talented masons. 
Those who’ve met the Blackstone Wardens in battle tell 
horror stories of the unbreakable boundary they create. Even the 
most gifted strategists hesitate at the idea of assaulting its walls. 


VARIANT SUBCLASS: CAVALIER 

The Blackstone Warden is a variant subclass. A variant subclass 
replaces a number of features from the original but remains in use 
of those that remain. For the purposes of qualifying for any 
prerequisites, a character who has chosen a variant subclass is 
mechanically considered to be the original. 


Blackstone Warden Features 


Level Subclass Features 
3 Bonus Proficiency, Born to the Saddle, 
Resolute Defense* 
a) Stalwart Patrol* 
10 Hold the Line 
15 Mobile Bastion* 
18 Vigilant Defender 


*Features with an asterisk are new to this variant subclass. 


Restriction: Warrior OF House MappaNn 
The Blackstone Wardens belong to House Maddan and are one of 
several house militias within the city of Ciala. 

Great Knight serves as the generic name for this archetype if 
you use it in other campaign settings or to armored cavaliers. 


RESOLUTE DEFENSE 
3rd-Level Blackstone Warden Feature 
While you are mounted and your mount does not move more than 


half of their speed during their turn, you may take the Dodge 
action as a bonus action. 
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Additionally, when a creature misses you with a melee attack, 
you gain advantage the next attack against that creature before 
the end of your next turn. 


STALWART PATROL 
7th-Level Blackstone Warden Feature 


While you are mounted and wearing medium or heavy armor, 
your AC increases by 4 against attacks of opportunity. 

Additionally, while you are wearing a shield and are not 
incapacitated, creatures that you have mounted which you have 
control of, gain advantage on Dexterity saving throws. 


Mosite Bastion 
15th-Level Blackstone Warden Feature 


While you are mounted and are not incapacitated, you can force 
an attack that would target an object or creature that is within 
5 feet of your mount to target you instead. 


MONK 


There are many paths to enlightenment and secular apotheosis, 
and the peoples of Sear each tread their paths differently. In the 
dragon-ruled lands of Avana, monasticism is practiced in isolated 
communities, typically under a draconic teacher. Access to these 
communities is only granted to promising dragonkin. Through 
physical refinement and spiritual perfection, these monks aim to 
emulate the fantastic and noble power of dragons. 

Within the refuge of the Compact, monks practice meditation 
not to reach lofty heights, but to reign in and control their 
elemental heritage. Some monks follow the way of the still tide, 
protecting their communities from the monsters that roam the 
shores and mountains, brimming with latent elemental magic. 

In the harsh climbs of the Aru Desert, monk-scholars refine 
their bodies to easily withstand the constant sunlight and arid 
heat. At the same time, they cultivate their minds, meditating 
deeply on the secrets held within ruins of the societies past and 
the artifacts brought to them from the orbit. These monk- 
scholars are instrumental to accessing, recovering, and 
deciphering these foreign items, for the betterment of the entire 
terrestrial archipelago of the Aru. The monks of the Aru Desert 
seek understanding not of themselves, but of the world around 
them. 


PALADIN 


Where there’s a cause or belief, there are people willing to fight 
for it. Paladins are an exceptional few that hold their belief so 
closely, they can draw power from their convictions. Paladins take 
on many names, forms, and powers depending on where they 
came from and what they fight for. 

In the vast jungle of Umathi, paladins are champions, or 
spirit warriors, of their groves. They gain their power by swearing 
fealty to a powerful spirit, typically with a shaman as an 
intermediary. The powers these spirit warriors manifest reflect 
the spirit they’re sworn to, such as an ancient tree spirit, a 
ruthless jaguar spirit, or a stalwart bear spirit. Some spirit 
watriors may garner power from their commitment to their 
grove, be it to protect their fellow mates or to be a shining 
example of the power. 

In the lands of Avana, paladins are knights in service of a 
powerful dragon, working to enforce their will or expand their 
influence. East of Avana, fiercely loyal enforcers called magisters 
march through the Wards, cracking down on magic on behalf of 
their liege with a sharp blade and heavy shield. Magisters are 
infamous for their ability to suppress and control magic. 

In lower Sear, paladins are called gallants. Some gallants 
swear to marquises like the knights of Avana, but many reject the 
oppression represented by the Archons and hold the concepts of 
honor, honesty, and fairness above any ruler. 


RANGER 


Sear is a dangerous place, with many regions consistently testing 
their inhabitants’ abilities to survive. In lands such as Isaa and 
Sahin, for example, the average bond is likely to die within days if 
left on their own. It’s for this reason that many answer the call to 
become rangers. They protect themselves, help their community, 
and gain access to a kind of freedom that few truly experience. 
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No matter the time or place, there is always room for someone 
deft of hand, reliable, and discreet. In the kingdoms of Avana, 
rogues are employed as spies and investigators, trusted with the 
near-impossible task of treading unnoticed by dragonkin. 

In the Wards, rogues are military intelligence experts, armed 
with simple but effective magic to keep an eye on bonds, the other 
Archons, and the marquises to the south. 

Inversely, many rogue smugglers travel through the Wards, 
risking death or worse, to move arcane contraband in and out of 
the Archons’ lands. This illicit trade extends down to Levin, where 
secret enclaves of wizards practice in silenced basements and 
trade magical lore in esoteric codes. 

Scouts are a common role in lower Sear, tasked with spotting 
giant vanguards and reporting back in Vinterlan, all while 
avoiding the strange beasts that live in the Leve forests. 

The Houses of Beastwood often keep spies and assassins on 
retainer, armed with deadly poisons procured from the jungle and 
silvered weapons to pierce were-touched hides. In the upper 
region of Umathi, rogues are typically bugbear hunters who work 
in groups to ambush deadly prey for the glory and safety of their 
groves. Raiders of the Atarin Empire value rogues highly as scouts 
and experts in trap-spotting. Nemagool rogues are often 
responsible for carving a secure path through enemy territory, 
and for safely unearthing ancient draconic ruins to the north. 

In the humble hills of Blathada, rogues are far more 
conspicuous. Boisterous and flamboyant duelists spar in front of 
crowds, while pirates sail the coastline and clash on open seas. 
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Magic is prominent within Argent, especially on the Searan shell. 
True dragons, for example, consistently have at least some 
semblance of innate magic within them, allowing them to 
accomplish incredible things. 

Sorcerers often emerge in areas where magic is intertwined 
into everyday life, such as Verant or Sahin, or where the effects of 
powerful magic ambiently linger, like the Archon Wards. 


The following Metamagic option is often used by dragons and 
their kin. You have access to the following Metamagic option in 
addition to those available within the Fifth Edition SRD. 


When you cast a spell requiring verbal components, you can spend 
a number of sorcery points equal to the spells level to embolden 
it. Spells cast in this way are not able to fail by any means, 
including spells and effects such as Counterspell or areas of 
antimagic. When you use this Metamagic, you let out a loud roar 
audible up to 300 feet. 

If you use this Metamagic to embolden a spell that inflicts the 
frightened condition, effected creatures have disadvantage on 
saving throws made against it. 


This method of Metamagic was discovered by the dragon 


sage Zakk’heir and is often associated with their service or 
worship by those educated on the topic. 
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Due to the vast and consistent power imbalances on the Searan 
shell, incredibly strong warlocks and other servants are not 
uncommon amongst adventurers. 

Those who resort to the service of dragon arcanists for power 
are typical to the west. Further exploration through the human 
kingdoms leads to more encounters with those loyal to the arcane 
overlords who rule over Lasulan. 

Despite this, there remains a considerable lack of trust from 
the public towards those who openly admit their servitude. 
Because of this, the majority choose to conceal their occupation 
from those they work for or travel with unless absolutely 
necessary. 
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Otherworldly Patron, Warlock 


The most infamous group in all of Sear, the Archons have made a 
name for themselves as rulers of their wards. Sear’s centermost 
land mass is controlled almost entirety by these magical 
overlords. Using the magical gifts granted by the dragons of old, 
they have kept an iron grip over their claimed lands. 

In rare occasions, these Archons will take apprentices or 
claim servants, granting them portions of their magical power. 
This power is used to cast spells identical to pact magic, which is 
used by the servants of otherworldly beings. The chosen are not 
unheard of, but few and far between. 


Archon Features 


Level Subclass Features 
il Everbound Sentry, Unlearned Spellbook 
6 Request Assistance 
10 Magical Reserves 
14 Arcane Envoy 


The Archons are powerful mages who rule the Wards of Sear, and 
their servants display magical capabilities unique to their variety 
of patronage and arcane rule. 

The Archemage serves as the generic name for this 
archetype. You can use it in other campaign settings, or for 
characters who serve powerful arcanists other than the Archons. 


1st-Level Archon Feature 
The Archon lets you choose from an expanded list of spells when 


you learn a warlock spell. The following spells are added to the 
warlock spell list for you. 


Archon Expanded Spells 
Spell Level Spells 
1st Detect Magic, Magic Missile 
and Knock, Locate Object 
3rd Clairvoyance, Sending 
4th Arcane Eye, Locate Creature 
5th Passwall, Telekinesis 


1st-Level Archon Feature 

Your patron-or their servants—are vigilantly watching your every 
move, for better or worse. You may spend one minute attempting 
to contact your arcane master through your magical bond to 
request insight on a certain situation or information on a 
particular topic. At the end of this minute, you may attempt a 


Charisma (Persuasion) check, and in return receive information 
depending on the result. 
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After you’ve made your ability check, refer to the Master’s 
Insight table to determine the number of hints you receive. Hints 
take the form of single sentence information pieces that guide you 
towards the answer you seek, but not outright resolve your issue. 


Master’s Insight Table __ lf you attempt to use 
this feature more than twice 


Result Hints Received é 
5 Or before completing your next 
ieee 0 long rest, you suffer a 
6-9 1 cumulative 25% chance of 
10-14 2 failing to do so after the first 
15-19 3 attempt. Your Game Master 
20+ /h. makes this roll in secret. 
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1st-Level Archon Feature 


In addition to the opportunity to implore your arcane master for 
assistance, you are given a special tome called an Unlearned 
Spellbook. It can hold a number of spells from the wizard spell list 
of a level which you have pact magic slots. These spells are chosen 
by you when you first gain this feature and additional ones are 
chosen as you increase in level. Spells in this tome are considered 
warlock spells known by you. You may only have a maximum 
number of spells equal to half of your warlock level (rounded up) 
within your Unlearned Spellbook at once. 

You may change the spells chosen within your Unlearned 
Spellbook over the course of a long rest. Once you change these 
spells, you cannot do so again until 7 days have passed. 

If your Unlearned Spellbook is ever misplaced, destroyed, or 
otherwise away from your person for more than 12 hours, a new 
one will appear to you at the end of your next long rest. 
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6th-Level Archon Feature 
As an action, you may call out to your magical patron in times of 
emergency, immediately alerting them. They instantly learn your 
location, current hit points, remaining spell slots, and the names 
of any spells currently affecting you. You gain resistance to all 
damage until the end of your next turn, and all unwanted spell 
affects currently affecting you are dispelled. 

If your patron determines that you are in life threatening 
danger, they may do more to assist you using the information 
provided to them by this ability. This could come in the form of 
conjuring magical creations in your location, recalling you to 
their own location, or any other affect replicable by a spell. Your 
Game Master decides whether this happens, as well as what 
happens if this rare event occurs. 

You may use this feature once, regaining the ability to do 
so again upon completing a short or long rest. 
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10th-Level Archon Feature 


As an action or as a reaction when you cast a 
spell that consumes your last pact magic spell 
slot, you may immediately recover all of your 
expended warlock spell slots. When you do this, 
you suffer levels of exhaustion equal to 
the number of spell slots you regained. 
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You can use this feature once, regaining the ability to do so 
again once you are no longer suffering from any exhaustion. 
Exhaustion levels suffered from using this feature are lost upon 
completing a long rest. 


14th-Level Archon Feature 


You gain access to some of the most potent magic available to 
mortals, in small doses provided by your patron. All leveled spells 
that you cast are cast at one spell level higher. 


Despite the art of wizardry being one of the most famous and 
influential professions on the shell, the secrets of mastering it are 
far from public information. 

Even a simple grasp on the simplest of wizardry can strike 
fear and attract a myriad of unwanted attention. In many places, 
nearly all spellcasting is outlawed or restricted, with punishments 
ranging as high as spellbooks being set aflame. 

Despite this, new wizards emerge to compete to be the next 
Archon or similar positions. Ancient draconic ruins have become 
one of the most sought-after resources in Sear, due to the 
common nature of magical runes or glyphs found within them. 
These writings often hold the arcane secrets of a lost age and, to 
those lucky enough to read them, reveal paths to progress. 
Particularly selfish mages are known to destroy the remnants of 
the historic script to hoard their discoveries. 
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BACKGROUNDS 


The backgrounds described in the Fifth Edition SRD find their 
respective counterparts within Searan society, even though some 
are more common than others or restricted to certain locations 
due to their nature. This part presents a several additional options 
for players to choose from in a campaign with the world of Argent. 

Much like in the base game, backgrounds within this part 
provide proficiencies, languages, and equipment, in addition toa 
background feature which, in some cases, is presented alongside 
a variant. For suggested personality traits, ideals, bonds, and 
flaws, most of the backgrounds in this part suggest the similar 
ones from the Fifth Edition SRD. 


ARCHON LOYALIST 


Growing up within the Wards is not always easy, with often cruel 
or inhumane practices implemented towards its citizens. Known 
as bonds, due to the treatment and negative perception of the 
Wards from the outside, the people of the land all fall somewhere 
on the wide spectrum of opinions towards their Archons. 

Whether or not you believe it, you’ve exemplified the positive 
traits that your Archon has looked for throughout your life. You’ve 
proven to be loyal and reliable. More importantly, you’ve proven 
to be both of those things even in situations where your morals or 
beliefs have been directly called into question. You’ve worked 
hard to climb the ladders of the system and, like it or not, it’s your 
life now. 


Skill Proficiencies: Arcana, History 

Tool Proficiencies: Calligrapher’s Tools 

Languages: One of your choice 

Equipment: A uniform appropriate to your ward and position 
(fine clothes in quality), the proper documentation to confirm 
your position, a set of calligrapher’s tools, and a purse containing 
the remainder of your last wages (10 gp) 


FEATURE: SUBORDINATE S$ INSURANCE 
You’ve experienced many levels of the magocracies’ bureaucracy 
and are familiar with its systems and practices. 

You are able to identify the purpose of Archon documents as 
well as decipher the various specialized terminology and codes 
their governing systems use. In addition, you have been made to 
be as familiar as possible with the arcane scripts involved in the 
Archons’ practices. You are able to identify the name of any 
written spell you happen upon regardless of if it’s on a spell list 
you possess or not. 


SUGGESTED CHARACTERISTICS 

Use the traits and motivations common to a guild artisan when 
choosing your character’s personality, adjusting aspects to be 
more appropriate with their life as your go. 


HOUSEBORN NOBLE 


You were born to one of the Hero-Blood Houses, one of the well- 
regarded noble families that rule upwards of a dozen regions 
within the Marquis Dominion. Each of these houses, regardless of 
their state today, formed during the initial founding of the 
dominion. Marquis chose the most talented and inspiring of those 
within his following and dubbed them as house leaders. 

Since then, the Hero-Blood Houses have fluctuated in power 
and influence based on purpose and territory, as well as economic 
and social success within each region. House Maddan, for 
example, has thrived since forming the Blackstone Wardens, and 
has the strongest house militia and governance over the capital 
city of Ciala. As the families seize control of different regions and 
resources, the number of houses needed to keep the dominion 
running is dwindling. 

You've lived a life of influence, laced with layers of academic, 
martial, and political responsibility. Though you are often 
granted many privileges as you travel, you are expected to be a 
beacon of leadership. Should a problem arise, the people look to 
the houseborn first. It’s for this reason that the most respected of 
the houseborn join their house militias, gaining fame on the field 
of battle and proving to be a suitable successor in the process. 
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Skill Proficiencies: Athletics, History 

Tool Proficiencies: One type of Gaming Set and Smith’s Tools 
Equipment: A set of fine clothes, a scroll of pedigree, a purse 
containing 20 gp, and your customary house thoroughbred 
(riding horse) equipped with bit, bridle, and riding saddle. 


House THOROUGHBRED 

Since the early years of the dominion, it’s customary for a house 
head to present their children with young thoroughbred horses 
and task them with raising them as a way to build a sense of 
responsibility and respect. 

These horses often become a large part of a houseborn’s life, 
living upwards of 25 years and companioning their owner until 
retirement. These steeds are carefully bred and maintained, and 
often form incredibly strong bonds with their owners. These 
bonds are most notable on the battlefield, with houseborn 
warriors having a widespread reputation for their riding abilities. 


FEATURE: ANCESTOR’S INFLUENCE 
While within the Marquis Dominion, depending on the relevance 
of your house, it’s quite difficult to find a location in which you 
aren’t immediately respected or revered. Your name and proof of 
your lineage are sufficient to cover most expenses, as well as often 
allow you to insert yourself into the decision-making or private 
discussion of officials. 

This advantage allows you to live a comfortable lifestyle 
without having to pay 2 gp a day for it or reduces the cost of a 
wealthy or aristocratic lifestyle by that amount. 


SUGGESTED CHARACTERISTICS 

Use the traits and motivations ordinary to a common noble when 
determining your character’s personality, adjusting aspects to be 
more appropriate with their life as your go. 


SEARAN SPELLS 


The mages of Sear have developed magic unique to the problems 
they face. They bring ease to their day to day lives and provide 
solutions to problems not as common in other settings. 

The following additional spells are detailed on the spell lists 
in the class’s descriptions. 


ARCANE SMITE 


4th-Level Evocation 


Casting Time: 1 Bonus Action 

Range: Self 

Components: V 

Duration: Concentration, up to 1 Minute 
Spell Lists: Paladin 


The next time you hit with a melee weapon attack during this 
spell's duration, you deal an extra 4d8 force damage and, if the 
target is a creature, it is thrown into magical disarray. The next 
time that creature casts a spell during this duration, it must make 
a Constitution saving throw. On a failed saving throw the spell 
fails and has no effect. 


INTREPID WINDS 


2nd-Level Evocation 


Casting Time: 1 Action 

Range: 5 ft. 

Components: V, S, M (An Insect’s Wing) 
Duration: Concentration, up to 8 Hours 

Spell Lists: Artificer, Bard, Druid, Ranger, Wizard 


When you touch a vehicle with a sail, for the duration, the vehicle 
is magically propelled by a continuous gust of wind, doubling the 
travel speed of the vehicle. As an action during the spell, you can 
change the direction this wind blows, altering the trajectory of the 
vehicle. 


MabDENING SMITE 


3rd-Level Enchantment 


Casting Time: 1 Bonus Action 

Range: Self 

Components: V 

Duration: Concentration, up to 1 Minute 
Spell Lists: Paladin 


The next time you hit with a melee weapon attack during this 
spell's duration, you deal an extra 3d6 psychic damage and, if the 
target is a creature, it is driven mad. A mad creature must make a 
Wisdom saving throw the first time it makes an attack or targets 
a creature with a harmful effect on each of its turns. On a failure, 
it chooses a random target within range instead of its original 
target. On a success, the spell ends. 


ZAKK HEIR S ARCANE INQUISITION 


3rd-Level Divination 


Casting Time: 1 Action 

Range: 30 ft. 

Components: V 

Duration: Instantaneous 

Spell Lists: Cleric, Warlock, Wizard 


You let out a deep growl, causing the latent magic in the world 
around you to reveal itself to you. You become aware of any spell 
cast within range in the last 24 hours, the names of the spells, 
when they were cast, and at what level. 

If you cast this spell within 1 mile of where it had been cast 
within the last 8 hours, the spell lies to you instead since the 
magical disruption caused by the last spell interferes with the 
detection of your own. Your DM chooses what you learn from the 
spell, such as only telling you spells that weren't cast. 


ZAKK HEIR S UNSEEN CARETAKER 


Conjuration Cantrip 


Casting Time: 1 Bonus Action 

Range: Self 

Components: V 

Duration: Concentration, up to 1 Minute 
Spell Lists: Bard, Cleric, Wizard 


You unleash a roar of frustration, and the will of the world springs 
to life to assist you in your plight. Over the course of the next 
minute, an unseen force tends to the target’s grooming needs. It 
polishes scales, trims hair, cleans wounds, and otherwise looks 
after the creature’s external physical maintenance and hygiene. 
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If a task is complex enough to require a tool or proficiency in 
a special skill, the unseen force is considered to have the tool or 
be a master of the skill. 

You gain the ability to target up to two additional creatures 
with this spell when you reach 5th level, and two more at 11th and 
17th level. 


RACIAL FEATS 


Presented are a number of feats specific to the races native to 
Sear, which are available to your characters should they meet the 
feat’s prerequisites. 


DRAGON Form 


Prerequisite: Half-Dragon, 11th Level 


There are a number of traits that a half-dragon begins to 
exemplify as they age, one of which is their ability to embody the 
true draconic traits within their blood. Much like a true dragon 
eventually learns how to take on a humanoid form, you’ve learned 
to shift to your dragon form. 

As an action, you may enter your dragon form, increasing in 
size by one category and gaining the following benefits for the 
duration of their transformation: 


* Your size category increases to large if it wasn’t already. 
*» Your ability scores increase by different amounts depending 
on your chosen subrace. 
o _ Serfscales have their Strength and Intelligence scores 
increased by 2. 
Valorbreds have their Strength score increased by 4. 
Swiftbreds have their Dexterity score increased by 2. 
Purebreds increase any two abilities by 2. 
Scraplings increase any four ability scores by 1. These 
scores are chosen when you first take this feat. 
« All of your natural weapons have their number of base 
damage dice doubled when you hit with them. 
* You gain a flying speed of 30 feet if you do not have one 
already, otherwise it increases to 60 feet. 


CeO BOR S 


You choose whether your equipment falls to the ground in your 
space, merges into your new form, or is worn by it. Worn 
equipment functions as normal, but equipment must be specially 
made for your dragon form to function with it. Equipment that 
merges with the form has no effect until you leave the form. 

You remain in your dragon form for a number of minutes 
equal to 10 + your Constitution modifier (minimum of 10) x 10 
before modification from this transformation, or until you choose 
to end it on your turn as a bonus action. You can use this feature 
once, regaining the ability to do so again once you complete a 
short or long rest. 


Humanoip/BEast Form 


Prerequisite: Young Dragon 


ASIs: +1 Charisma 


You gain the capability to change your shape at will. As an action, 
you may shift into a different shape. You become a medium or 


small-sized creature if you were not already and take on a form 
unique to you. When you first gain this feature, you choose the 
appearance of your shape. This appearance must be that of a 
humanoid race or species of beast you have seen and be within the 
standard height and weight of that race/species. Your statistics 
are the same while in this form with the exception of your size, as 
only your shape changed. 

You may take this feature a second time, deciding on the form 
type you have yet to choose (humanoid or beast). Once taken 
twice, you cannot choose this feat again. 


Unique Dracon Trait 


Prerequisite: Half-Dragon or Young Dragon. 7th Level 


Dragons have a number of unique features that are transmitted 
through intense training or lineage. You gain your choice of any 
one of the following benefits: 


° 


« 


» Gain an alternate breath weapon of your choice. 

Choose one breath attack property and apply it to your own. 
Change a damage type that your race grants you resistance to 
into an immunity. 
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You may take this feat multiple times so long as you do not 
choose the same benefit more than once. 


ALTERNATE BREATH ATTACKS 

These options are passed on genetically, and a dragon can choose 
to use one of these rather than their normally breath attack 
should they have access to one of the options. These breath 
weapons utilize the same area of effect as their normal breath. 

Paralyzing Breath. A creature caught in the area of effect of a 
paralyzing breath must succeed a Constitution saving throw or 
suffer being paralyzed for a number of rounds equal to twice the 
dragon’s Constitution modifier. A creature can repeat this save at 
the end of each of its turns, ending the effect on a success. 

Repulsion Breath. A creature caught in the area of a repulsion 
breath effect must succeed a Strength saving throw or be pushed 
away a number of feet away equal to 10 times the dragon’s 
Constitution modifier. 

Sleep Breath. A creature caught in the area of effect of a sleep 
breath must succeed a Constitution saving throw or fall 
unconscious for a number of minutes equal to the dragons 
Constitution modifier. This effect ends should the creature take 
damage, or another creature uses their action to wake it. 

Slowing Breath. A creature caught in the area of effect of a 
slowing breath must succeed a Constitution saving throw or be 
slowed. While slowed, a creature’s reactions are lost, speed is 
halved, and it can’t make more than one attack on its turn. In 
addition, the creature can use either an action or a bonus action 
on its turn, but not both. These effects last for a number of rounds 
equal to twice the dragon’s Constitution modifier. A creature can 
repeat this save at the end of each of its turns, ending the effect 
on itself on a success. 

Weakening Breath. A creature caught in the area of effect of a 
weakening breath must succeed a Strength saving throw or suffer 
disadvantage on Strength based attack rolls, ability checks, and 
saving throws for a number of rounds equal to twice the dragon’s 
Constitution modifier. A creature can repeat this save at the end 
of each of its turns, ending the effect on itself on a success. 


1 


Searan Spells 5 9. 


If a half-dragon or other non-dragon creature utilizes these 
breath attack options, the duration of any effects caused by the 
alternate breath is halved. In the case of Repulsion Breath, the 
distance the effected creatures are pushed is also reduced by half. 


WHAT’S NEXT? 


This is the first of what we hope to be many projects that you’ ll 
see from us in the near future. Our pipeline will definitely vary 
depending on what people are most interested in, but we have a 
few projects set in stone that, with support from you guys, we’ll 
be able to get out as soon as possible. 


We plan to expand on the race options provided to allow players 
to explore each aspect of our setting, such as Awakened Animals 
from Yuzerite, special rules for our setting’s take on the Goblinoid 
races, more template races for Tieflings, elemental touched, half- 
races, and more. In addition to simply new race rules, we plan to 
add more spells, feats, and possibly even subclasses to 


compliment the content already included. 


As you might have noticed, Sear is only half of Argent, and we 
have barely scraped the surface of that in this document. Just as 
our team has done its best to introduce and excite people for Sear 
in this book, we want to do the same for the industrial half of the 
world. Look forward to a half of the setting mostly untouched by 
the influence of dragons, forced to make innovations to overcome 
their environments as well as one another in a more political and 
technologically involved setting of play. 


ride to the magical half of Argent, anew 
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We wouldn’t be doing a good job as writers if we didn’t give 
examples of the kinds of games playable within our world and do 
our best to inspire our players. So, we’ve constructed something 
called the Modular Adventure System. A means of designing 
encounters and adventures that makes it both easier to digest for 
new and experienced game masters alike, but also easily broken 
down to be used for whatever purposes you need. Run a series of 
pieces as one long adventurer or drop a single encounter into your 
homebrew campaign to spice things up! 


One Sel the larger projects using ore Modolar Adventure System is 
something called the Setting Snapshot series. Each “Setting 
Snapshot” would be a dive into a new part of the world, designed 
not only to be fun but to show off what makes the world special 
with each session. 


In order to keep this project going, please consider supporting us 
on Discord and Patreon. Our Discord server is FREE for anyone to 
join the conversation, connect with other supporters, and share 
feedback with us about our projects. Patreon members gain access 
to more behind the scenes content, exclusive polls, and even join 
a pool of playtesters for module tweaking! Just a dollar would 
show us your support and interest for future releases, so please 
consider checking it out! 

No matter how big or small your donation is, thank you for 
even reading this far. It is truly each our dreams to be able to write 
and share content for TTRPGs. We would love to expand our 
horizons and develop with the community we build together. The 
sky is the limit, and we really plan on pushing the boundaries on 
a living, breathing world. From the bottom of our hearts at Silver 
Crown Publishing, thank you so much for time and support. Let us 
keep gaming! 
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LICENSE 


This material is being released under the Open Gaming License. 
OPEN GAME LICENSE Version 1.0a 


The following text is the property of Wizards of the Coast, Inc. and 
is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All 
Rights Reserved. 


1. Definitions: (a)'Contributors" means the copyright and/or 
trademark owners who have contributed Open Game Content; 
(b)" Derivative Material" means copyrighted material including 
derivative works and translations (including into other computer 
languages), potation, modification, correction, addition, 
extension, upgrade, improvement, compilation, abridgment or 
other form in which an existing work may be recast, transformed 
or adapted; (c) ''Distribute'' means to reproduce, license, rent, 
lease, sell, broadcast, publicly display, transmit or otherwise 
distribute; (d)'"Open Game Content" means the game mechanic 
and includes the methods, procedures, processes and routines to 
the extent such content does not embody the Product Identity and 
is an enhancement over the prior art and any additional content 
clearly identified as Open Game Content by the Contributor, and 
means any work covered by this License, including translations 
and derivative works under copyright law, but specifically 
excludes Product Identity. (e) ''Product Identity'"' means product 
and product line names, logos and identifying marks including 
trade dress; artifacts; creatures characters; stories, storylines, 
plots, thematic elements, dialogue, incidents, language, artwork, 
symbols, designs, depictions, likenesses, formats, poses, 
concepts, themes and graphic, photographic and other visual or 
audio representations; names and descriptions of characters, 
spells, enchantments, personalities, teams, personas, likenesses 
and special abilities; places, locations, environments, creatures, 
equipment, magical or supernatural abilities or effects, logos, 
symbols, or graphic designs; and any other trademark or 
registered trademark clearly identified as Product identity by the 
owner of the Product Identity, and which specifically excludes the 
Open Game Content; (f) "Trademark" means the logos, names, 
mark, sign, motto, designs that are used by a Contributor to 
identify itself or its products or the associated products 
contributed to the Open Game License by the Contributor (g) 
"Use", "Used" or "Using" means to use, Distribute, copy, edit, 
format, modify, translate and otherwise create Derivative 
Material of Open Game Content. (h) ''You" or "Your" means the 
licensee in terms of this agreement. Not for resale. Permission 
granted to print or photocopy this document for personal use 
only. System Reference Document 5.0 2 

2. The License: This License applies to any Open Game 
Content that contains a notice indicating that the Open Game 
Content may only be Used under and in terms of this License. You 
must affix such a notice to any Open Game Content that you Use. 
No terms may be added to or subtracted from this License except 
as described by the License itself. No other terms or conditions 
may be applied to any Open Game Content distributed using this 
License. 

3. Offer and Acceptance: By Using the Open Game Content 
You indicate Your acceptance of the terms of this License. 

4. Grant and Consideration: In consideration for agreeing to 
use this License, the Contributors grant You a perpetual, 
worldwide, royalty-free, nonexclusive license with the exact 
terms of this License to Use, the Open Game Content. 


5. Representation of Authority to Contribute: If You are 
contributing original material as Open Game Content, You 
represent that Your Contributions are Your original creation 
and/or You have sufficient rights to grant the rights conveyed by 
this License. 

6. Notice of License Copyright: You must update the 
COPYRIGHT NOTICE portion of this License to include the exact 
text of the COPYRIGHT NOTICE of any Open Game Content You 
are copying, modifying or distributing, and You must add the 
title, the copyright date, and the copyright holder's name to the 
COPYRIGHT NOTICE of any original Open Game Content you 
Distribute. 

7. Use of Product Identity: You agree not to Use any Product 
Identity, including as an indication as to compatibility, except as 
expressly licensed in another, independent Agreement with the 
owner of each element of that Product Identity. You agree not to 
indicate compatibility or co-adaptability with any Trademark or 
Registered Trademark in conjunction with a work containing 
Open Game Content except as expressly licensed in another, 
independent Agreement with the owner of such Trademark or 
Registered Trademark. The use of any Product Identity in Open 
Game Content does not constitute a challenge to the ownership of 
that Product Identity. The owner of any Product Identity used in 
Open Game Content shall retain all rights, title and interest in and 
to that Product Identity. 

8. Identification: If you distribute Open Game Content You 
must clearly indicate which portions of the work that you are 
distributing are Open Game Content. 

9. Updating the License: Wizards or its designated Agents 
may publish updated versions of this License. You may use any 
authorized version of this License to copy, modify and distribute 
any Open Game Content originally distributed under any version 
of this License. 

10. Copy of this License: You MUST include a copy of this 
License with every copy of the Open Game Content You Distribute. 

11. Use of Contributor Credits: You may not market or 
advertise the Open Game Content using the name of any 
Contributor unless You have written permission from the 
Contributor to do so. 

12. Inability to Comply: If it is impossible for You to comply 
with any of the terms of this License with respect to some or all of 
the Open Game Content due to statute, judicial order, or 
governmental regulation then You may not Use any Open Game 
Material so affected. 

13. Termination: This License will terminate automatically if 
You fail to comply with all terms herein and fail to cure such 
breach within 30 days of becoming aware of the breach. All 
sublicenses shall survive the termination of this License. 

14. Reformation: If any provision of this License is held to be 
unenforceable, such provision shall be reformed only to the 
extent necessary to make it enforceable. 

15. COPYRIGHT NOTICE 
- Open Game License v 1.0a Copyright 2000, Wizards of the Coast, 
Inc. 

- System Reference Document 5.0 Copyright 2016, Wizards of the 
Coast, Inc. 
- Welcome to Sear 1.0 Copyright 2021, Silver Crown Publishing 


END OF LICENSE 
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